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when the Bard's scared sober, trust a thief 


. . . like me. 


|i=^==| hen the Bard's Tale 
began, we lived a 
charmed life. Good 
ale. Good song. 

Good company. 

Mangar came along, but we cut 
him to pieces before he could 
blink. Soon the world got bigger, 
and its problems got bigger. We 
wandered the wilderness for 
months to find the pieces of that 
infernal Destiny Wand. But once 
we re forged it, Lagoth Zanta was 
history. 

Back then, being a thief was dull. 
Pick this lock. Disarm that trap. 
When things got hot, they'd tell 
me "Into the shadows, wimp." I 
should've lifted their gold and split 
long ago. But it's too late now. 

We battle through the seven 
worlds. Cast Warstrike and 
Rime fang over and over. Cut down 
the endless Hookfangs and 
Slathbeasts. And suddenly. The 
Archmage is powerless. The War- 
rior is weak. The Bard can't play. 
Now they say I'm the only hope. 

I'm slick. I'm sneaky. And I'm 
going to fight the Mad God . . . 
alone. 

Some fate. 


THE BARD'S TALE™ III 

THIEF OF FATE “ 


3 WAYS TO ORDER: 

1| Visit yiiur rciailci. 

2) Call 800-245-4525 from U.S. or Canaria, 8ani to 
5pm PST, to orticr Ity VISA MC, 

3) Mail iln-i.k (U,S, S) or VISA MC #, cardhokicr 
namo, ami oxp. (iate to Elcitroiiis Arts Direct Sales, 
P,0, lio.\ 7530, San Mateo, CA 94403, Apple II 
version S49,95, plus S3 shipping handlinj’, CA 
residents add 6,5% sales tax. Allow 1-3 vxeeks for 
U.S. delivery. 
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Interplay 

Proctuctlory* 
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Rainbow Pra9on 
breathes at the 
party- • • 
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Over 500 colorful, animaieci 
kinds of monsters want to meet 
you. Some might even join 
your party. 



New auto-map feature lets 
you find your way in the 84 
dungeon levels and seven 
dimensions. No copy protecTion 
to slow you down. Save the 
game at any location. 



Your stats show you're hot at 
lock picking, trap disarming . . 
and hiding. Need more help 
than that? Seven kinds of 
spellcasters — including new 
Chronomancers and Geo- 
mancers — cast over 100 spells. 
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TAKING A PEEK 


Activision, Inc. 

2350 Bayshore Parkway 
Mountain View, CA 94043 

RAMPAGE: The "monster mash" 
doesn’t have to be a "graveyard 
smash" any longer. Activision has 
licensed the Bally Midway coin- op hit 
where players control an animated 
giant gorilla, lizard, or wolf in climb- 
ing metropolitan skylines, swatting 
helicopters, stomping innocent by- 
standers, bashing cars, and devour- 
ing helpless humans. If the monsters 
are not successful before time and 
energy runs out, a metamorphosis 
occurs which transforms them into 
helpless people who can be con- 
sumed by the other monsters. Apple, 


C-64, and IBM ($37.95, $34.95). 
Circle Reader Service Card #1. 

Broderbund Software, Inc. 

17 Paul Drive 

San Rafael, CA 94903-2101 

WHERE IN EUROPE IS CAR- 
MEN SANDIEGO: This product is 
the latest in an incredibly successful 
series. The mechanics are essentially 
the same, but the interface has be- 
come friendlier because of the on- 
line data base. This release comes 
with a special edition of the Rand Mc- 
Nally Concise Atlas of Europe, 
published especially for this product. 
Apple, C-64, IBM ($44.95, $39.95). 
Circle Reader Service Card #2. 


Cosmi 

431 No. Figueroa St. 

Wilmington, CA 90744 

CAVERNS OF KHAFKA: This ar- 
cade adventure game is part of 
Cosmi’s "Celery Software" line of bar- 
gain priced software. From $5.95- 
$7.95 each, these games should 
provide plenty of "bang for the 
buck." This one is a treasure hunt 
built around an ancient Egyptian 
mythos. Atari 8-bit, C-64 ($5.95). 
Circle Reader Service Card #3. 

MONEY BAGS: How do current 
events affect the world of internation- 
al finance? Do you have what it takes 
to be a successful "arbitrager" in the 
international currency markets, stock 
markets, commodities markets (gold 
and lumber), and world bond 
markets? This simulation offers four 
(Continued on page 6) 
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kudos, if no one found out 
about the designer drusrs he, 
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World War II Infantry Combat Arrives 
...on the IBM-PC® and Commodore 64/128! 




★ “on the cutting edge of computer wargaming 
in months and even years to come,’’ 

(Computer Gaming World). 

★ “superb. ..phenomenally easy to learn... 
a giant leap forward in computer gaming,’’ 
(Strategy & Tactics magazine). 

★ “[one] of the best tacticai simulation games 
I have ever seen,’’ (The Wargamer). 


From the wheatfields of Russia to the hedgerows of northern France, this is the world of 
UNDER FIRE. There are armies from the US, Germany and the Soviet Union. There are 
infantry, paratroopers, engineers, mountain troops, assauit guns, tanks, off map artillery, 
leaders and weapons. Add hidden movement, morale, three maps and nine scenarios. ..and 
you have a game that is as flexibie as it is complete! 


Features... 

★ 1 of 2 Players/Joystick optional. ★Nine Scenarios ranging from 

★ Men and weapons from the US, open-fieid firefights to 
Germany and the Soviet Union. house-to-house confiict. 

★ Situationai or tacticai maps. ★Save and print options. 

AVAiLABLE SEPARATELY FOR IBM AND COMMODORE OWNERS: 

★ MAPMAKER DISK (wargame construction set!) 

With the Mapmaker Disk, UNDER FIRE is also a true wargame 
construction set. With the eight terrain types and over 60 pieces, 
it’s possible to create the dense forest of the Ardennes, or the 
built-up cities of Stalingrad or Berlin. 


4517 Harford Road ★ Baltimore, MD 21214 


Rin 

m 


micnocomputen pames division 

The Avalon Hill Game Company 

A MONARCH AVALON. INC. COMPANY 



Available at leading 
computer stores everywhere 
or call TOLL FREE 
1 - 800 - 638-9292 
for ordering information. 


IBM-PC® Owners (256K): 
QGame Disk: $34.95 
Available separately: 

Disk: $25.00 
^QSpecial Map Disk 

compatible with Hercules® 
monochrome card: $5.00 


Commodore® 64 Owners: 

★ Game Disk: $34.95- 
Available separately: 

★ Mapmaker Disk: $25.00 


Apple II® Owners: 

QGame Disk: $59.95 
(includes Mapmaker Disk) 
liable sepasately: ^ 

)^ed Units Disk #1 : $25.00 
aded Campaign Disk #2; $25.00 
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TAKING A PEEK 

(Continued from page 4) 


levels of difficulty and fast-paced 
decision making. Similar to Inside 
Trader, the game uses the function 
keys for a fast, clean interface. IBM 
(no price). Circle Reader Service 
Card #4. 

Electronic Arts 
1820 Gateway Drive 
San Mateo, CA 94404 

BARD’S TALE III: Tarjan, the Mad 
God, should be a familiar name to 
veterans of the Bard’s Tale adven- 
tures. This time, adventurers must 
face the psychotic "deity" himself in 
order to release their world from 
ruin. This sequel adds auto-map- 
ping, two new spellcasting classes 


(Chronomancers and Geomancers), 
and more animation than ever to an 
already successful adventure for- 
mula. Apple ($49.95). Circle Reader 
Service Card #5. 


INTELLITYPE: Shouldn’t there be 
a typing tutor for adults? After all, 
there are typing tutors which blast 
spaceships and race automobiles in 
order to teach typing skills to 
children. Couldn’t someone create 
such a program to appeal to adults? 
Moses Ma accomplished just that 
with this program. Clsing artificial in- 
telligence routines and an action- 
packed (never flagging) storyline, this 
one offers lots of incentive. It may 
not be strictly a game, but it is inter- 
active. Amiga ($49.95). Circle Reader 
Service Card #6. 


Front Runner Software Co. 

P. O. Box 435 
Collinsville, CT 06022-0435 

CAMPAIGN PROMISES: This 
game could well be called the 
"Monopoly" of presidential election 
games. Gp to six players have to 
land on the right states (color-coded 
by size) in order to build campaign 
organizations. Election results 
depend on a combination of cam- 
paign promises (from a list of vague 
and general ones, just like a real life 
platform), organizational effort, and 
luck. In addition, the game allows for 
random use of 25 "dirty tricks" from 
rumored mob connections through 
accusations of plagiarism. IBM 
($40.00). Circle Reader Service Card 
#7. 

(Continued on page 52) 


CONVERSIONS 

RECEIVED 

For the Apple: 

Strike Fleet (EA) 

For the Atari 8-bit: 

Sons of Liberty (SSI) 

Video Title Shop (Datamost) 

For the C-64/128: 

Blackjack Academy (Microil- 
lusions) 

Hunt for Red October 
(Datamost) 

Panzer Strike (SSI) 

Patton vs. Rommel (EA) 

For the IBM: 

B-24 (SSI) 

DefCon 5 (Cosmi) 

Superstar Soccer (Mindscape) 



Campaign Promises 



Blockbuster 



Stealth Mission 





Questron II 


Club Backgammon 


Dinosaurs Are Forever 
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SCORPION’S BITE 

An Editorial on the CRPG Genre 

by Scorpia 


n a previous article (June^July ’87), I 
commented on the current state of 
computer role-playing games (or 
CRPG’s for short), widi the emphasis 
primarily on the lack of the role-playing 
element in most of them. This time, we 
will look at another important factor, 
game balance as it relates to combat. 

It is a sad fact that many CRPQ’s are 
not well-balanced. At one extreme, the 
party hcis a very difficult time getting 
started; at the other, they become so 
powerful that they can blast away any- 
thing in their path with little trouble or 
thought. Typically, it is only in the mid- 
portion of the game that all its elements 
function in harmony. 

Assume a standard party of six, fresh 
from the creation utility. They have no 
weapons, no armor, and very little gold. 
Pooling all the funds available may be 
enough to get the frontline fighters half- 
way equipped, but certainly not in any 
really satisfactory manner. 

This miserliness usually leads to the 
practice of "muggee", where the player 
creates a number of extra characters, 
whose sole purpose is to give their 
money to the actual party, then vanish 
forever from sight. After a sufficient num- 
ber of these ephemeral nobodies have 
come and gone, the party has enough 
gold to equip themselves properly. 

When players feel forced into actions 
like these, something is definitely wrong. 
Remember, we aren’t talking about 
magic items and goodies (which may 
not even be for sale), just ordinary 
armor and weapons. For far too long, 
too many designers have worked under 
the mistaken idea that it should be hard 
for the player to get started in the game. 

There is no reason for this to be so, 
particularly as many adventure groups 
walk out to face some very nasty en- 
counters right from the beginning. 

Anyone who has ever started a group 
from scratch in Bard's Tale / or Might & 
Magic (to name only two) knows all 
about this. Monsters frequently come in 
multiples, with several types mixed 
together. This is not something an ill- 
equipped, low-level group needs. It is 
not a challenge, but torture and frustration. 


Each combat is a struggle, followed by 
a quick saving of the game (and per- 
haps a back-up of the save, as well) so 
that the miniscule progress gained isn’t 
lost in the next fight. After this proce- 
dure has been followed enough times, 
the party finally advances to the point 
where the mages have some decent of- 
fensive and defensive spells, fighters 
have good weapons and armor, and the 
player can at last begin to enjoy the 
game. 

Compare that to a game such as Ul- 
tima IV, where the monster groups are 
carefully scaled to the adventure party. A 
beginner need not fear being over- 
whelmed by powerful or numerous op- 
ponents. Encounters are tough but fair, 
enough to make the fight challenging 
and dangerous, but not necessarily fatal. 
Later, as the party becomes stronger, so 
do the monsters, but always in the same 
balanced fashion. 

One reason this worked so well in CJl- 
tima IV was the limit on both monsters 
and characters. A character reached 
level eight, and that was it. Additional ex- 
perience brought no further benefits of 
any kind. In the same manner, balrons 
and daemons were the most powerful 
monsters, and a high-level group could 
handle them, although not without 
some difficulty. Of course, hack-and- 
slash was not the primary emphasis in 
this game, merely one element of the 
whole. 

Most other CRPQ’s, however, allow for 
unlimited advancement of characters. 
True, as the characters reach the upper 
levels, more and more experience is re- 
quired, but enough combats will provide 
it. Thus, as the game reaches its late 
stages, one of two things happens: 
either (a) the group is now so strong 
that they can literally wipe out most op- 
ponents in a round or two; or (b) the 
monsters keep getting stronger and 
stronger until they are almost impossible 
to kill, and each encounter with such 
creatures often leaves several party mem- 
bers dead or in other unpleasant cir- 
cumstances. 

This often results from the "more is bet- 
ter" philosophy, in which designers, for 
lack of anything better, cram hundreds 


of monster types into the game. This is 
downright silly, and adds very little to the 
adventure. There are, after all, only so 
many ways a monster can attack. After 
weaporVtooth/claw/spell/poisorVparalysis/ 
level drain/petrifactiorVmadness/aging 
there isn’t much else they can do to you. 

Therefore, most of these monsters 
tend to be nothing but more powerful 
versions of earlier ones, masquerading 
under different names. They are simply 
harder to hit and harder to kill, and have 
several attack modes instead of one. 

This is not necessarily bad, if the num- 
ber of monster types is restricted, but 
too often designers just keep sticking in 
"new" monsters until they run out of 
room or can’t think of any more to add. 

When this is combined with a large 
number of dungeon levels, as is often 
the case, the game starts turning into 
runaway hack-and-slash, particularly as 
the frequency of encounters in CRPQ’s 
of this nature is also high. Combat then 
overshadows everything else. 

Why does this occur? Why is it that 
many otherwise-well-conceived games 
degenerate to this low level? Primarily be- 
cause the designers forget about the 
overall objective of the game, and never 
seem to consider the optimum level of 
experience the party needs to overcome 
the major adversary. 

Consider your typical CRPQ goal, 
which is almost always "destroy the evil 
wizard" (which is not, after all, a bad 
goal). The nefarious mage Bubu is 
placed at the bottom of a dungeon or 
top of a tower or some other hard-to- 
reach location. Having done this, the 
authors then go merrily on their way, 
constructing dungeon level after dun- 
geon level, populating them with all 
manner of weird and bizarre creatures, 
and forgetting all about poor Bubu. 

There is no doubt that Bubu has been 
forgotten. From my own experience, 
from comments made by CQW readers 
and others, one fact stands out: that 
when the party finally reaches Bubu, 

90% of the time he turns out to be a 
wimp. He is nowhere near as difficult to 
despatch as all the monster groups 
ahead of him. Werdna? Mangar? Mon- 
daine? Minax? Lagoth Zanta? These 
were all duck soup compared to what 
the party fought through to get to them. 

Thus, going through all those endless 
encounters makes the characters so 
powerful in relation to the evil wizard 
that the final showdown is often anti- 
climactic, and ultimately unsatisfying. 
What should be the biggest, toughest, 

(Continued on page 52) 
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INSIDE THE 
INDHSTRY 


News, Notes and Quotes From the Computer Entertainment Industry 


Computer 
Entertainment 
Industry Shines in 
1987 Excellence in 
Software Awards 

At the Spring Symposium 
of the Software Publishers 
Association, held at the 
Claremont Hotel in 
Berkeley, California, the 
1 987 Excellence in Software 
Awards were presented. 
These awards, like the 
Academy Awards for the Mo- 
tion Picture Industry, are 
selected by a vote of repre- 
sentatives of the software in- 
dustry itself. As such, they 
may represent a different 
perspective than that of the 
consumer (even as many 
Oscar winners are more criti- 
cally than commercially suc- 
cessful). Nevertheless, the 
awards do present a 
yardstick to measure a 
product’s achievement by. 


The first presentation was 
for Best Packaging. The 
nominees included; 4lh & 
Inches (Accolade), Ancient 
Art of War at Sea (Broder- 
bund), Designasaurus 
(Britannica), Dondra: A New 
Beginning (Spectrum 
Holobyte), and Sub Battle 
Simulator (Epyx). Ancient 
Art of War at Sea (with the 
painting used on the cover 
of Computer Game Forum 
#2) was the winner. 

The award for Best 
Graphics went to Adobe Il- 
lustrator (Adobe Systems), 
but California Games 
(Epyx), Deluxe Paint 
(Electronic Arts), Falcon 
(Spectrum Holobyte), and 



Shadowgate (Mindscape) 
were also nominated. 


From a field of nominees 
which included Deluxe 
Music Construction Set 
(Electronic Arts), Falcon 
(Spectrum Holobyte), Jam 
S^ion (Broderbund), 
Shadowgate (Mindscapie), 
Test Dnue (Accolade), and 
World Games (Epyx), the 
Best Sound award went to 
Jam Session. This was to 
be the first of three awards 
for the popular music 
program from Broderbund. 

Nominees for the Best Ac- 
tion/Strategy Program in- 
cluded: Ancient Art of War 
at Sea (Broderbund), 
California Gcunes- (Epyx), 
Deep Space: Operation 
Copernicus (Sir-Tech), Fal- 
con (Spectrum Holobyte), 
and What They Don’t Teach 
You At Harvard Business 
School (Reality Tech- 
nologies). The winner was 
Falcon. 

The list of products 
nominated for Best Adven- 
ture or Fantasy/Roie-Piay- 



Lock-Oft to Exdtefnefttl 

Sitectnm HobOffte' ^ 


ing Program was impres- 
sive. In addition to the win- 
ner, Sierra’s Leisure Suit 
Larry in the Land of the 
Lounge Lizards, the 
nominees were: Beyond 
Zork (Infocom), Maniac 
Mansion (Lucasfilm Games), 
Pirates! (Microprose), 
Shadowgate (Mindscape), 
and Wizardry IV: The 
Return of Werdna (Sir -Tech). 


There appeared to be 
something of an upset in 
the Best Technical 
Achievement category. Of 
the five nominees, only 
Chuck Yeager’s Advanced 
Flight Trainer (Electronic 
Arts) and Falcon (Spectrum 
Holobyte) came from the 
entertainment side of the in- 
dustry. Against Letraset’s 
Image Studio, Microsoft’s 
OS/2 for the PC and Win- 
dows/386 for the PC, the 
prospects for an entertain- 
ment product’s victory 
seemed remote. Spectrum 
Holobyte’s Falcon was the 
victor, however. 


The competition for Best 
Simulation Program was a 


dogfight between Electronic 
Art’s Chuck Yeager’s Ad- 
vanced Flight Trainer, 
Spectrum Holobyte’s Fal- 
con, Microprose’ Gunship, 
Epyx’ Sub Battle Simulator, 
and Accolade’s Test Drive. 
Falcon emerged victorious 
once again. 

The nominees for Best 
Entertainment Program 

were; Ancient Art of War at 
Sea (Broderbund), Califor- 
nia Games (Epyx), Chuck 
Yeager’s Advanced Flight 
Trainer (Electronic Arts), Fal- 
con (Spectrum Holobyte), 
Jam Session (Broderbund), 
and Leisure Suit Larry in 
the Land of the Lounge 
Lizards (Sierra). The surpris- 
ing winner was Jam Session. 

An analysis of the awards 
indicates that products with 
Macintosh versions had an 
edge in most categories. 

The final tally with regard to 
entertainment products indi- 
cates that Falcon and Jam 
Session walked away with 
three awards each and that 
Broderbund garnered more 
awards as a company (four) 
than other entertainment 
companies. 

Computer Gaming World 
Editor Russell Sipe and 
CGW Adventure Game 
Editor Scorpia were each 
nominated for an SPA Ex- 
cellence in Journalism 
Award. But, alas, the award 
for "Best Review" went to 
Bob Lindstrom of A+ 
Magazine. Bob also beat out 
Editor Sipe and Assistant 
Editor Wilson to win the 
President Elect 1988 Tour- 
nament hosted by SSI last 
June in Chicago. Hey, Bob! 
Lighten up — Oki? 


MICROPROSE 

WINS 

REPRIEVE IN 
WEST GERMANY 

It was good news/bad 
news for Microprose 
Software on the eve of 
their court hearing in the Ad- 
ministrative Court of 
Cologne where the com- 
pany would appeal the ban 
from marketing Silent Ser- 
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CHICAGO 
YOUTH SOCCER 
TEAM WINS 
MINDSCAPE 
CUP 

On February 27, 1988, 
an all-star team com- 
posed of youth soccer 
players from Chicago 
defeated a similar team 
from Cleveland by a score 
of 4-1 in the final match 
of a double elimination 
tournament. Teams from 
as far away as Baltimore, 
Dallas, and San Diego par- 
ticipated in the tourna- 
ment. 

Mindscape president and 
CEO Roger Buoy 
presented the Mindscape 
Cup to the team on 
February 28. At the 
brunch. Buoy vocalized 
the company’s support in 
promoting youth. The 
CEO stated, "Mindscape is 
dedicated to supporting 



and promoting youth 
sports, and I’m a firm 
believer that soccer is an 
exceptional way to bring 
young people together." 
At the same brunch, the 
executive reaffirmed the 
company’s commitment 
to sponsoring the 
Mindscape Cup. 


vice. On that night, the 
Federal Office for lamina- 
tion of Harmful Publications 
(BPS) removed the ban. The 
good news is that this 
means that Silent Sewice 
may once again be adver- 
tised and sold in West Ger- 
many. The bad news is that 
Gunship and Airborne 
Rctnger are still recom- 
mended for ban and that 
the company lost the option 
of making the Silent Service 
case a test of the BPS proce- 
dures. Now, without a 
banned product, no appeal 
can be made in the court 
system. 

With the Gunship hearing 
set for June 9, 1 988, the 
West German distributor of 
Gunship was able to place 
some advertisements in 
magazines. With no hearing 
date set for Airborne 
Ranger, magazines will not 
accept advertisements for 
the product because they 
could be forcibly removed 
from sale if a ban went into 
effect while the magazine 


was "on sale" with advertise- 
ments for a banned 
product. Microprose hopes 
that the BPS will settle the 
Gunship question on June 
9th. On the two previous 
hearing dates, the BPS simp- 
ly postponed their decision 
and left the product in limbo. 

Microprose insists that the 
company respects the Ger- 
man government’s desire to 
protect its youth from offen- 
sive publications. However, 
the company is fighting the 
ban because, according to 
Mike Harrison of 
Microprose, "BPS guidelines 
effectively prevent banned 
products from being sold to 
adults. Once a product is 
banned for sale to youth, it 
cannot be advertised in any 
German medium and may 
be sold only in retail estab- 
lishments with an adults- 
only entrance." Further, 

"The BPS uses questionable 
criteria and procedures in 
evaluating products for pos- 
sible banning." 


NEW FROM SIMCAN 

ROMMEL AT EL ALAMEIN, The Battles For Egypt, 1 
July 1942 to 6 November 1942. It had all seemed 
so easy this time. Tobruk had cracked in a day 
and the British were in full retreat after the 
disaster at Matruh. Egypt beckoned. The pursuit 
was a rush across the dunes to the final Allied 
defensive position, some 1500 miles from the Axis 
supply base at Tripoli, but almost in sight of 
Alexandria. ROMMEL AT EL ALAMEIN is a high 
speed, command oriented study of the clashes that 
followed as two armies, stretched beyond their 
limits, determined the fate of North Africa. 6 
scenarios allow for the three historical battles 
Ruweisat Ridge, Alam Haifa, and El Alamein, as 
well as a hypothetical alternative to each battle 
introducing such elements as increased supplies, 
the fall of Malta, and superior reserves. Design 
by S. St. John, development by S. Newberg, & art 
by J. Kula. Apple II or IBMPC. 

IN HARM’S WAY, Tactical Naval Combat In The 
Pacific, 1943-1944. You have exercised your 
command and driven your commanders for a year in 
the ultimate school of hard knocks: Ironbottom 
Sound. The I.J.N. seemed invincible at first, but 
you have learned and you are ready. It is time to 
take the war to them. IN HARM’S WAY is the 
follow up to our highly realistic, viewpoint 
oriented, grand tactical simulation LONG LANCE. 
Using the same basic system we have modified the 
game to reflect the changes of the 2nd & 3rd 
years of the war in tactics and doctrine, as well 
as the shift out of the Solomons to new fields of 
action. New historical scenarios are provided as 
well as an augmented "build your own" system. 
Design by W. Nichols, development by S. Newberg, 
& art by J. Kula. Apple II, Atari ST, or C64/128. 


OTHER SIMULATIONS CANADA COMPUTER GAMES: 

MOSCOW CAMPAIGN, Typhoon & White Storm, 30 Aug 

1941- 13 Feb 1942. Apple H or IBMPC. 

LONG LANCE, Tactical Naval Combat In The Pacific, 

1942. Apple II, Atari ST. or C64/128. 

TO THE RHINE, The Allied Advance In The West, 
29 Aug-11 Dec, 1944. Apple H or IBMPC. 

ROMMEL AT GAZALA, Battles For Tobruk, 26 May to 
27 June, 1942. Apple II or IBMPC. 

STALINGRAD CAMPAIGN, The Turning Point, Jun 

1942- Feb 1943. Apple II, Atari sT, or C64/128. 
KURSK CAMPAIGN, Operation Zitadelle, Summer, 

1943. Apple II or IBMPC. 

OPERATION OVERLORD, The Invasion Of Europe, 6 
June-28 August 1944. Apple II or IBMPC. 

SEVENTH FLEET, Modern Naval Combat In The 
Pacific Ocean. Apple II, Atari ST, or C64/128. 
GOLAN FRONT, The 1973 Arab/Israeli War In The 
North. Apple 11, Atari ST, or C64/128. 

BATTLE OF THE ATLANTIC, The Ocean Lifeline. 
1940-1944. Apple II or IBMPC. 

SIEG IN AFRIKA, The War In North Africa, 1940- 
1943. Apple II or C64/128. 

FIFTH ESKADRA, Modem Naval Combat In The 
Mediterranian Sea. Apple II, Atari ST, or C64/128. 
FALL GELB, The Fall Of France, Spring 1940. 
Apple H, Atari ST, or C64/128. 

GREY SEAS, GREY SKIES, Tactical Modem Naval 
Combat. Apple II, Atari ST, or C64/128. 


ORDERING INFORMATION, PLEASE READ CAREFULLY: All 
computer ^ames are $60.00 each. Purchasers 
outside Canada should send payment in U.S. funds. 
We will let cheques clear before shipping. 
Canadians must send $80.00 per computer game. 
Nova Scotians must add an extra 10% of the total for 
Provincial Tax. Orders from locations outside 
North America must add $5.O0 per ^ame to cover 
extra handling. 

SIMULATIONS CANADA, P.O. Box 452 
Bridgewater, Nova Scotia, Canada, B4V 2X6 
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"Hole"y Controversy 

I don’t know what version of World 
Tour Golf the Wilsons play, but the 
IBM version comes with 22 com- 
plete courses, not just an assort- 
ment of holes. WTG also uses much 
higher resolution graphics than 
Mean 18, if fewer colors. For the 
IBM, 1 think WTG is qualitatively 
equal to Mean 1 8, but the 22 cour- 
ses and computer opponents make 
WTG the better value. 

Jeff Petraska 
New Boston, Ml 

According to Paul Ritchie, one of 
the programmers on WTG, early 
versions of the game had a 
peculiar oddity. The copy protec- 
tion which was on-disk worked 
such that if a drive operated slight- 
ly differently than IBM standard, 
the program would think that a 
demo disk was mnning, so it 
would only offer the first two holes 
of each course. The Wilsons played 
the game on a clone with one of 
those old disks. Hence, the con- 
fusion. 

Icy Comment, Eh?! 

I'd like to see a stat-based hockey 
game and more modern naval com- 
bat for the Apple 11 series. Please en- 
courage! 

John Heffernan 
Port Monmouth, NJ 

We'd like to see that too, ehl 

Foggy Article Breakdown 

Regarding Newberg’s Fog of War: 


"What do you want 
in your computer 
game?" My answer: 
Fog of War, yes - 
ability to understand 
and control my pur- 
chased game and 
knowledge of why 
and how things 
work - absolutely! If 
you are unwilling to 
provide such infor- 
mation. 1 say to you, 
"Tough!" (It’s only a 
game.) 

J. Dale Hight 
Los Angeles, CA 

"Fog of War:" Remarkable! Con- 
tinue the series, please. 

W. G. Dunn 
Berkeley, CA 

We are in the process of gathering 
responses to the opening round of 
discussion. Stay tuned. 


Cheapware® GAMES 

for the IBM-PC and compatibles 
GRAMARCY® — the Word Game; Plays 
just like the newspaper word game. 
Object is to make words of four or more 
letters out of letters in the given word. 
With data base of 16,500 words . .$25.00 
With utilities to both update enhanced 
23,00 word data base and find all words 
in any given word $50.00 

WORD SLEUTH— for Crossword Puzzle 
Lovers: Finds and displays matches to 
any skeleton such as ??ppy. Utilities 
aliow data base of almost 40,000 words 
to be updated or displayed $45.00 

ARCADE POKER® — Emulates play of 
any draw poker machine. Allows you to 
enter casino paybacks to parallel play at 
home $30.00 

CASINO POKER® —Simulates up to six 
opponents to play and bet against as if 
you were actually playing Draw Poker in 
a casino $30.00 

Odds Calculator for Draw Poker — 

Computes exact odds of holding any 
poker hand at the end of the second 
draw. Documentation shows how to use 
the results to improve your game 
strategy $30.00 

20th Century FARO— Is a computer 
replication of the gambling game played 
in casinos across the country at the turn 
of the century $30.00 

Robart L. Nicolai ROO-NICOLAI (642-B524) 

4038 N. Ninth St. or 

St. Louis. MO 63147-3441 314-621-7618 in Missouri 
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Costly Observation 

Do you realize it costs more to sub- 
scribe to this magazine than it does 
to subscribe to: The Hew Yorker, 

The Sporting Hews, Harper’s, Atlan- 
tic Monthly, Rolling Stone, A+, In- 
cider, Personal Computing, Hew 
England Journal of Medicine, any 
number of comic books, on and 
on? The only periodical I can think 
of - off the top of my head - that’s 
more expensive is The Wall Street 
Journal] C’mon, give your sub- 
scribers a break! One month, just 
one, list a bigger discount rate! 

Dennis Owens 
Old Town, ME 

Frankly, we find our magazine 
more interesting than the Hew 
England Journal of Medicine. Of 
course, we could raise the price to 
equal the Wall Street Journal if 
you’d like. 

(Continued on page 37) 


PAPER MAYHEM 

"The Informative PBM Magazine' 

Having a hard time getting enough 
players together for your favorite role play- 
ing or boardgame? Eliminate this problem 
by joining the world of play-by-mail gaming. 

Subscribe to PAPER MAYHEM and 
discover the world of play-by-mail (PBM) 
gaming. Virtually every facet of PBM gam- 
ing is covered by PAPER MAYHEM: Fan- 
tasy, science fiction, historical, and sports. 
Each bimonthly issue brings you the latest 
on various PBM games in the forms of 
reviews and articles. 

Also in PAPER MAYHEM, you learn 
about what the PBM companies are doing 
by reading our Gameline section. Plus, in 
our PBM Activity Corner section, you can 
see what is happening in the current PBM 
games that are running. 

PAPER MAYHEM has been publishing 
news about the PBM games and com- 
panies since 1983. We have improved and 
expanded to keep up with this ever popular 
activity of PBM gaming. 

So why delay and miss out on all the tun? 
Read PAPER MAYHEM and take advan- 
tage of PBM gaming. 

SEND SUBSCRIPTIONS TO PAPER MAYHEM (DepI CG| 

1516 Adams St , Ottawa. IL 
61350*4764 

SUBSCRIPTIONS 1 year $20 25 
2 years $35 10 

Sample Copy $4.50 
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BLAZE YOUR WAY TO GLORY! 





iH jtai. 

m 



\1 

1 


flame-red dawn streaks the 

South Pacific skies as your crippled WWII carrier limps 
for home, enemy planes harassing its every move. 

Your F6F Flellcat is the flattop’s last battle-worthy plane. Launch yourself into 
action, armed with bombs, torpedoes, rockets, and blazing machine guns. 

Brave a storm of fire as you attack enemy warships and islands. Stay vigilant and ready to 
outmaneuver their planes in desperate dogfights. 

Find out if you have what it takes to earn the most precious wings of all— Wings of Fury. 






Use your joystick to maneuver your agile Hellcat 
as you dogfight, strafe and dive bomb. 


Discipline and blind faith will bring you home 
from a rocket raid against the enemy lleet. 


HOWTOORDER: WINGS OFFURY Apple- 128K 
lie, lie, lies, joystick required, $34.95 Visit your 
software dealer or call 1-800-527-6263, 
8am 5ptn FT, tor direct credit card orders (VISA, 
MasterCard, Amex). To order by mail, send 
check, money order or credit card information 
to Brpderbund Soltware-Direct, P.O, Box 12947. 
San Rafael, CA 94913-2947. Californians add 
6% sales tax. Add $3,50 (or delivery ol one 
program and $1 00 for each additional program. 
Direct orders carry a 10-day money-back guar- 
antee Allow 4 weeks for delivery. 



Broderbund 


17 Paul Drive, San Rafael, CA‘94903-2101 Apple is a reqisfered trademark ol Apple Computer, Inc , 1988 Broderbund Software, Inc 
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Ultiipair 

Becoming a 
'Warrior of Destiny" 

by Scorpia 

L ong years have passed since the Avatar 

waiked the lands of Britannia; years in which 
a restless figure haunts a lonely ring of 
stones, waiting for a call. Hope springs eternal, but 
as the quiet months roll by, even the strongest 

hope can dim. Per- 
haps, indeed, all that 
went before was only 
a dream, a dream 
whose bright edges 
are slowly beginning 
to fade. Then, one 
night in the dark 
hours before dawn, 
the summons comes. 
Light floods the room, 
radiating out from the 
Codex symbol floating 
overhead. Britannia 
calls at last for her 
Avatar, but it is a 
Britannia much 
changed and not for 
the better . . . 

(Jltima V - Warriors 
of Destiny, picks up 
the story several years 
after the Avatar has 
left Britannia. The 
complete details are in 
the documentation 
and program itself 
and are certainly must 
reading before actual- 
ly starting play. Briefly, 
Lord British has 
vanished on an expedi- 
tion into the newly-dis- 
covered Underworld below the 
surface and his sovereignty has 
been usurped by one Black- 
thorn, a would-be Avatar with 
his own ideas on promoting 
public good. 

Blackthorn’s reign, as might 
be suspected, has not turned out to be for the 
good of all. In fact, matters have deteriorated to 
the point where some of your old friends, Shamino 
and lolo, take it upon themselves to summon the 
one p>erson who may be able to set things right 
again, the true Avatar of Britannia. So, you step 
through into a land now filled with suspicion and 
tyranny, where the eight virtues are enforced upon 


TITLE: 

Ultima V: Warriors of Destiny 

SYSTEM: 

Apple II 

# PLAYERS: 

Solitaire 

PRICE: 

$59.95 

DESIGNER: 

Lord British 

PUBLISHER: 

Origin Systems 

Londonderry, NH 



all by harsh laws ("Thou shalt speak the truth, or 
thou shalt lose thy tongue"), and the three 
Shadowlords spread fear and evil throughout the 
world as Blackthorn’s agents. 

Ending the Inquisition, 

Beginning the Expedition 

There is a lot to do in this one: first dealing with 
Blackthorn and the Shadowlords, then voyaging 
through the Underworld to discover the fate of 
Lord British. Fortunately, you won’t have to do this 
alone. All your old companions from Ultima IV are 
still around and they are ready and waiting to join 
you on this double quest. You won’t have to ask 
them to come with you; all of them are eager to 
take up the old trail of adventure once again. Your 
biggest problem will be in deciding which ones to 
have along, because party size has been reduced 
to a total of six. 

You do not have to have played Ultima IV to play 
this adventure, but it helps. 

If you have played the earlier game, your Avatar 
character, regardless of previous profession in Ul- 
tima IV, has gained magical power. This is true 
even if you start out with a newly-created one. 
Transferring your Avatar over from IV, though, 
does get you off to a better start in the game. 

Naturally, some changes will be made in the 
transfer (your character stays on the IV disk and is 
merely copied over). Don’t expect to get a full 8th- 
level character, though. Experience points from the 
Ultima IV character will be divided by 1 0, so that 
one with maximum points (9999) comes over with 
999. Thus, your Ultima V character becomes 5th 
level. In addition, the Strength, Dexterity, and Intel- 
ligence numbers will be halved. This is not as bad 
as it sounds, since in V the maximum for any of 
them is 30, and there are many opportunities in 
the game to build them up to that figure. 

Another change is in the matter of professions, 
which have been boiled down to three from eight. 
The only ones left are: Fighter (which includes the 
former Paladin, Ranger, and Shepherd classes), 
Bard (including the Tinker class), and Mage (includ- 
ing the Druid class). Thus, Julia the Tinker is now 
Julia the Bard, Jaana the Druid is now a Mage, 
and so forth. This also means that Dupre and 
Shamino are now mere Fighters and have lost 
their magical abilities. 

Speaking of Clues 

Ultima V plays much as the previous game: infor- 
mation is gathered by visiting the various towns 
and talking to the inhabitants. Most of the towns 
and villages are, however, surprisingly underpopu- 
lated. Compared to IV, some of them seem to be 
almost deserted. Skara Brae, for example, is practi- 
cally a ghost town. [Ed.: It suddenly occurs to 
some of us that many people are probably 
uMndering why the town of Skara Brae exists in 
both the fantasy world of The Bard’s Tale and Ul- 
tima IV and V. The reason for this crossover rests 
in the person of Roe R. Adams III. If that name 
sounds familiar, it is because he is one of the 
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designers o/’ Wizardry IV: The Return of Werdna. 
Actually, Roe did consulting on both The Bard’s 
Tale, and (Jltima IV; in addition to writing the 
storyline for Wizardry IV. His gamer’s alter ego is 
the famous ’’Hawkwind" of the CJltimas and that 
character hails from Skara Brae. So, the city ex- 
ists in more th^ one game.] 

Other places have a few more people, but overall 
the number of people to talk to (aside from mer- 
chants, who only buy and sell) is much reduced 
from Gltima IV. 

On the other hand, this also means that a given 
individual may have a lot say about different 
things. Obtaining one scrap of information from 
someone doesn’t mean he doesn’t have more to 
tell you. Talking more than once to people is a 
definite necessity. 

As before, conversations hinge on keywords that 
you pick up from the initial remarks a person 
makes. Pencil and paper may be needed to note 
down likely keywords, as people are much more lo- 
quacious than they used to be and talk in whole 
paragraphs (occasionally, several in a row). If 
you’re not careful, you could easily miss an impor- 
tant word or two. 

All eight towns, the three castles of Virtue 
(Lycaeum, Serpent’s Hold, Empath Abbey), the 
castle of Lord British, Codex Island, three of the vil- 
lages (Paws, Cove, Buccaneer’s Den), and most of 
the shrines are in roughly the same place as they 
were in the previous game. 

New places include: the three tiny villages of 
East, North, and West Britanny, which have 
sprung up around Lord British’s castle; 

Blackthorn’s island, complete with castle; several 
lighthouses (which can be entered); and a number 
of small keeps (miniature castles) and huts scat- 
tered throughout the world. 

The moongates are still there, although they 
operate a little differently now. After sunset, all 
eight gates open, and remain open until a little 
before dawn. By noting the moon positions on the 
screen, you can easily determine where a gate will 
take you, although you may have to wait awhile for 
the right moon phase to get to a particular place. 

The drawback to using the gates is that they ap- 
pear only at night. All towns, and some villages, 
lock up for the evening after sunset. Therefore, 
using a moongate to travel also means spending 
the night camping outdoors. This can be 
dangerous, since monsters (although far fewer 
than previously) still roam the land and might am- 
bush your group while asleep. Fortunately, you 
can designate one member of the party to stand 
watch and a wise player will do so. 

Dungeons, of course, are still with us, eight in all. 
This time around, they function primarily as con- 
duits to the underworld, each one leading to a dif- 
ferent spot of that vast, underground area. The 
secondary purpose of the dungeons is to provide 
experience for the party members since there 
aren’t quite so many monsters on the surface. 

However, getting into the dungeons will not be 


all that simple. After the Avatar left, the Council of 
Mages decided it would be a good thing if all the 
dungeons were sealed off and that is exactly what 
they did. 

Thus, you cannot just go waltzing into them. You 
must first find the way to open them up again. 
Even before that, you have to find the dungeons 
(one of the few things not on the map that comes 
with the game). Still, previous experience with Gl- 
tima IV will tell you that the logical place to look is 
among the mountains, and that is where they are. 

As before, each dungeon is 
eight levels deep. Also, each has 
a ladder at the bottom level 
that leads to the Gnderworld. 

This is not an area to visit with 
a low-level group. It is full of 
lakes, rivers, swamp and, most 
especially, mountains. It is ob- 
viously an easy place to be- 
come lost in, when you recall 
that it’s the same size as the en- 
tire surface world. 


Enormous 
Differences 

The magic system has been completely redone. 
You still need to purchase reagents to cast spells, 
but now you can buy (at stiff prices) those elusive 
components nightshade and mandrake, although 
if you know when and where to look, you can also 
find them growing wild in the outdoors. 

For the rest, spells are divided into eight "circles", 
each circle corresponding to the spell-caster’s 
level. Thus, a first-level character can use only 
spells of the first circle; a 
second level character can cast 
spells of the first and second 
circles, and so on, up to level 
eight (which is the highest level 
obtainable for a character). 

Many of the spells will be 
familiar from Gltima IV, but the 
naming system is quite dif- 
ferent, structured around syll- 
ables that are strung together 
to make the spells. For in- 
stance, "Mani" is the standard 
healing spell. This restores 1 - 
30 hitpoints. There is a more 
powerful spell, "Vas Mani," that restores all hit- 
points. Similarly, "In Lor" is the standard light spell 
which provides a small amount of light for a short 
period of time, while "Vas Lor" provides more light 
for a ionger period of time. A detailed spell guide 
comes with the game, showing the spells, effects, 
and reagents needed. To cast a spell, all that is 
necessary (aside from properly-mixed reagents) is 
to type in the first letter of each syllable of the 
spell. The program will do the rest. 

Combat has changed enormously from the pre- 
vious games. First (and guaranteed to bring 
cheers), you can now strike at a monster from any 



An Interior Shot From Ultima V 
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angle, not just the four cardinal directions. A target- 
ing system is in effect, using a large cross-hair on 
the screen, which is manipulated by the arrow (or 
letter) keys onto the desired target. The program 
also remembers which character is targeting which 
monster. If the opponent isn’t killed by the first 
strike, the cross-hair will automatically appear on 
the same opponent on that character’s next turn 
(it can, of course, be moved if you want to target a 
different monster). 


Distance weapons now have 
limiting factors. Slings, for ex- 
ample, do not go as far as 
bows, bows do not go as far as 
crossbows, and crossbows do 
not go as far as magic bows 
and axes (which can reach 
anywhere on the battlefield). 


Battle Screen From Ultima V 


There is a variety of hand 
weapons and shields available. 
Some hand weapons, such as 
morning stars and halberds, 
can reach two squares instead 
of one. Spiked shields can be used not only for 
defense, but as a weapon, too. The limitation here 
is strength. All weapons require a certain minimum 
strength to be wielded. 


This also applies to armor. Minimum strengths 
are necessary to wear different types. However, 
don’t be in a hurry to deck everyone out in plate 
mail, because the weight of the armor affects 
which weapons you can use. A character who can 
use a halberd in leather may be 
unable to do so in chain mail. 
Therefore, choices which 
balance armor protection vs. of- 
fensive abilities must be made 
and they are not always easy 
choices to make. 

One major difference from Gl- 
tima IV is that weaponry and 
armor are no longer restricted 
by class. Any character can use 
any weapon or wear any armor 
if he or she is strong enough. 
This includes magic bows and 
axes (axes being by far the best), as well as plate 
mail. 


The Graphics In The 
Game Are Much 
Improved Over Ultima 
IV. The Detail Is Finer^ 
The Range Of Motion 
Greater f And There Are 
Many Little Niceties. 


GItima V also features more in the way of goodies 
than previous games. Rings of Protection, 
Regeneration, and Invisibility (this one is really 
neat!), mysterious potions, scrolls of magical spells, 
magic keys (to open magically locked doors), 
amulets of turning. These and others will be found 
throughout play to help you along on your quests. 


Monstrous Similarities 


At the same time, daemons and wisps have a 
new power, which is extremely nasty: the ability to 
possess members of the party and turn them 
against you. When this happens, the daemon or 
wisp vanishes from the screen, and the possessed 
character turns and starts hitting other party mem- 
bers. 

Sea monsters and pirate ships continue to make 
ocean voyages somewhat perilous. The serpents, 
with long-range fireballs, and the pirates, with can- 
nons, are especially dangerous and should be 
avoided whenever possible. Sharks are not much 
of a problem if you have distance weapons and 
spells, but squids and seahorses have their own dis- 
tance weapons and can be quite formidable. 

"CIltima"te Improvements 

Since you start as an Avatar, there is no need to 
prove yourself as in the previous game. Yet, the 
program is still watching you, although in a more 
subtle fashion. It is possible for you to steal horses 
or food, or lie to people, without losing your status 
as an Avatar. However, such un-Avatar-like be- 
havior has its own drawbacks, and you may be un- 
able to finish the game if you do the wrong things. 
As there is no Hawkwind this time to give you any 
hints, you will have to decide from the actions of 
those around you whether or not you are doing 
the proper actions. 

The graphics in the game are much improved 
over Gltima IV. The detail is finer, the range of mo- 
tion greater, and there are many little niceties, 
such as waterfalls; ticking clocks (look close 
enough, you can even tell the time!); movable 
items (such as chairs and barrels); curved 
coastlines; lighthouses that actually work at night, 
sweeping the area with their beams; little pools of 
light around lamps in towns and villages; and 
many more. 

Time is important in the game. Some events will 
only happen at certain hours and you might miss 
them if you aren’t in the right place at the right 
time. This is also true in regard to the townspeople 
and villagers. Merchants open at a particular hour 
(not the same for everyone), go to lunch, close up 
at night, and so forth. Non-merchants can usually 
be found in particular places at particular times. 
Fortunately, you don’t have to go rooting around 
in obscure corners to find them. 

One other feature that will bring smiles of relief to 
all is the ability to save in the dungeons, as well as 
other places. No longer is it necessary to plow 
through an entire dungeon in one sitting. You can 
stop anywhere and come back again later. Also, 
once a dungeon room has been completely 
cleaned out of its unfriendly residents, they will not 
regenerate; the room stays empty. 


Monsters, alas, are pretty much the same old 
crew: ores, ettins, trolls, slimes, gremlins, bats, 
dragons, daemons, etc. Many of these will also be 
found in the Gnderworld, which sports (by my 
count) only three new monster types, which is very 
disappointing. I had expected many more original 
creatures to be roaming around down there. 


Poisonous Tales 

Yet for all that, Gltima V is not without its flaws. 
The combat system can be very irritating in the 
length of time it takes to kill monsters, especially at 
low levels. One would expect that no more than 
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one or two swipes with a longsword would be 
enough to put away something as trivial cis a giant 
rat, but this is often not the case. 

Many times it will take several blows, ranging in 
effectiveness from "barely wounded" to "lightly 
wounded" to "heavily wounded" to "critical" and 
finally to "killed". Combat therefore becomes some- 
thing of a long-drawn-out affair, which is exacer- 
bated by the number of times the characters miss 
their targets. 

Even worse, when engaging in hand-to-hand 
fighting, there is a very large chance that a blow 
will go awry and strike another member of the 
party. The closer the monsters are, the greater this 
chance becomes. While it is realistic to assume 
that one member might hit another on occasion, I 
found these occasions far too frequent, particularly 
as the front line is composed of fighters, who 
would be expected to know how to handle their 
weapons in close quarters. 

Horses are another problem. The program simply 
does not remember about them. If you leave your 
horses in a town, go out, then come back in 
again, they will be gone, forcing you to either ac- 
quire new ones or do without them. Always bring 
your horses into a town or village, and always 
leave with them. 

One puzzling aspect of the game is the use of 
secret doors and passages that lead to nowhere 
and nothing. For example, there are two secret 
doors in Skara Brae, each leading to a little plot of 
land otherwise unreachable. However, there is 
nothing at all to be found on either of them, and 
you can wait through an entire twenty-four hours, 
but no one will show up. 

These and other doors are by no means easy to 
find; you really have to search for them. Yet, they 
have no real purpose. One or two might be con- 
sidered as red herrings, but there are just too 
many of them for that. It seems as though there 
were supposed to be people or objects of impor- 
tance in these areas that were never put into the 
game, that were somehow overlooked or forgot- 
ten. It gives GItima V a certain unfinished look, as 
well as aggravating players who may spend fruit- 
less hours looking for something or waiting for 
someone that doesn’t exist. 

The manual, while nice, omits some important in- 
formation. It does not mention that holing up in 
the outdoors (or dungepns) does not always re- 
store hit points and magic points. Sometimes the 
party is rested after camping, sometimes not. 

Since resting is the only way to restore magic 
points, this ought to have been in there. Also, 
sleeping for the night in a bed in town will not re- 
store any points, unless you’ve actually paid an inn- 
keeper for the room. 

Nothing at all is said about experience levels, or 
how high a character can advance in the game (it 
happens to be level eight, as before), or how much 
experience is needed to go from one level to the 
next. In addition, the manual does not mention 
that going up a level means gaining a new set of 
spells. While those who have played Gltima IV 


might guess this to be the case, those who have 
not played the previous game might not figure this 
out right away. 

Combat tends to be somewhat glossed over. The 
manual doesn’t tell you that you could hit your 
own party members in hand-to-hand fighting, and 
much of the material is a bit vague. The Quick 
Reference Card lists armor and weapons (but not 
magical ones), showing weight, attack value, and 
defense value, but does not show what the mini- 
mum strength is to use any of these things, nor is 
it mentioned anywhere that heavy armor may 
restrict the character in regard to usable weapons. 

It also leaves you to figure out on your own that at- 
tack values for weapons are maximums only, and 
that they can do far less damage than is listed on 
the card. And finally, nothing is said about the fact 
that any class can use any weapon or armor, sub- 
ject to strength limitations. 



Another fact that is not mentioned is how to find 
secret doors in castles, towns, and some dungeon 
rooms. On the walls where a secret door exists, is 
a very tiny red dot. Gnless you’re looking for it, this 
dot is venj easy to miss. An extremely observant 
player might notice one, but it is more likely that it 
will never be noticed (secret doors in dungeon cor- 
ridors, however, will always be revealed by the 
magic mapping gems). 


Perhaps the most glaring omission in the 
documentation is the lack of a warning to those 
who have only one drive. If you are playing Gltima 
V on a one-drive system, always, always wait for 
the program to prompt you when it’s time to swap 
disks. If you try to anticipate and put the disk in 
too soon, you will cause the game to crash. Let 
the game tell you when to exchange disks, and 
you will have no problems (many thanks to Roe 
Adams, who found this one out the hard way on 
his Apple //c). 

On the plus side, the cloth map is beautifully 
done, and shows the locations of all towns, vil- 
lages, and shrines (except one), as well as Codex Is- 
land, Blackthorn’s Island, Buccaneer’s Den, etc. 
Only the dungeon locations, as noted earlier, and 
the keeps and huts, are not displayed. 




The runic alphabet has been expanded, with sym- 
bols for all letters of the English alphabet, includ- 
ing Q, G, and V. On the screen, it is sometimes dif- 
ficult to distinguish certain runes, especialiy if the 
figures are close to one another in configuration, 
but with practice reading them is not too hard. As 
there are parts of the game where reading the 
runes is a must, keep the alphabet handy. 

Gltima V comes on four double-sided diskettes 
(1), supports one or two drives (checks automatical- 
ly for presence of the second one), and also sup- 
ports the following music boards (on 128K Ap- 
ples): Mockingboards A&C; Sound I & 11; 
Sound/Speech I; Phaser; and Apple Midi Interface 
(with Midi synthesizer). [Ed: Lord British let us 
view the game with the Midi Interface in use and 
the soundtrack was awesome.] 



(Continued on page 54) 


TEVEX COMPUTER SOFTWARE 


APPLE 


I ACCESS 

Triple Pack 
Leader Board 

Course Disks 


APPLE i APPLE 


C-64 


C-64 


IBM 


Hardball 
Killed • Dead 
Spy/Spy I & II 
Sundog 

\ ACTIVISION 
Aliens 
C. Baseball 
C. Basketball 
C. Football 
Hacker II 
Labyrinth 
Little People 
Maniac Mansion 
Shanghai 
Tass Times 


Dark Horn $24 
Dreadnoughts $21 
Guderian $21 
Gulf Strike $21 
NBA $28 

Super Sunday $24 
GM Disk $21 

Team Disk $15 
Under Fire $41 
Extended Disk $18 
Campaign Disk $18 

i BR0DERBUND I 

Airheart $24 

Carmen Europe $31 
Carmen USA $31 
Carmen World $28 
Choplifter $12 
Print Shop $34 
PS Companion $28 
PSHolio^Disk $18 
PS Lib 1-3 (each) $18 
Toy Shop $34 
Wings of F ury $24 

rPATASOFT ! 

AR - City $21 

AR - Dungeon $28 


Under Fire 
Extended Disk 
Campaign Disk 


Carmen USA 
Carmen World 
Choplifter 
Print Shop 
PS Companion 
PS Holiday Disk 


jYunf i 

RecTOcf 

$28 

221-B 

Baker 

$21 


Adv Constr 
Amnesia 
Archon I or II 
Arcticfox 
Bard's Tale 
Bard's Tale 2 


Chess 2000 
Chuck Yeager 


Earth Orbit 
Legacy Anc 
Lord's Conq 
Marble Mad 
One on One 
Praasus 
7 Cities Gold 
Scrabble 
Skyfox 
Starfleet I 


Calif. Games 
Champ Wrest 
Destroyer 
Movie Monstr 
S. Baseball 
SJ^sjieMU 
Sub Battle 
Temple Tril 
Winter Games 
World Games 


I INFOCON 
Beyond Zork 
Border Zone 
Bureaucracy 


Lurking Horn 
Nord & Bert 
Plund Hearts 


ork $34 
me $28 
icy $28 
>don $12 
lorror $28 


StationtaM $28 
LANCE HAFFNER 
GAMES 

Final 4 B.ball $30 
Full Count BB $30 
Pro Basketball $30 
3 in 1 Football $30 
MfCROLEAGUE 
SPORTS 

ML Baseball $28 
MLB87Teams $15 
MLB GM Disk $21 


Con. Vietnam 
F-15 


tnam $28 
$24 
$28 

rvice $24 


Balance Power 
Infiltrator 
Infiltrator II 


Auto Duel 
Moebius 
Ogre 
2400 A.D. 
Ultima I 
Ultima III 
Ultima IV 


I SIERRA 

Black Cauld. $28 
Kings Qst I $34 
Kings Qst II $34 
Wrath Deneth $21 
\^IMULATION$ 

Btl Atlantic $42 
Fifth Eskadra $42 
Golan Front $42 
Grey Seas GS $42 
Long Lance $42 


Op. Overlord 
Rommel Gazala 
Seventh Fleet 
Stalingrad 
To the Rhine 


Deep Space 
Wizardry I 
Wizardry 11 
Wizardry III 


Battlefront $28 
Carriers War $34 
Civil War vol I $28 
Europe Ablaze $34 
Montezuma $28 
Normani^ $28 
Reach - Stars $31 
Russia $28 

Run 5 #8 $4 

Run 5 #1-7 each $5 


Antietam 

B-24 

Battlecruiser 
Battlegroup 
Eternal Dagger 


I SSI continued I 

Gettysburg $41 
Kampfgruppe $41 
Scenario Disk $15 
Mechbrigade $41 


Phant 1-3 each 
Pres. Elect 88 
RDF 1985 
Realms Dark 
Rebel Charge 
Reforger 88 
Rings Zilfin 
Roadwar 2000 
Rdwar Europa 
Shiloh 


War S. Pacific 
Warship 
Wiz Crown 

I ETC. 

Blue Powder 


Elite 

Familv Fued 

FffgTitSrSnT 

High Seas 

Hobbit 

Intrigue 

Jeopardy 

Jet Sim 


Might & Magic 
Clue Book 
Strat. Cono. 
Thunder Chop 
Universe 
Product Guide 
Universe II 
Wheel Fortune 


C-64 


I ACCESS 
Echelon 
Leader Board 
Course Disks 
Tenth Frame 


Ace of Aces 
Apollo 18 


Comics 
4th & Inches 
Hardball 
Killed • Dead 
Law West 
Mini Putt 


Spy/SjpY I 8 
Test Drive 


Aliens $2 

C. Baseball $2 

C. Basketball $2 

C. Football $2 

G. B. Air Rally $2 

Hacker II $1 

Last Ninja $2 
Little People $1 
Maniac Mansion $2 
Top Fuel Elim $2 

[ AVALON HILL 
Dark Horn $2 
Dreadnoughts $2 
Guderian $2 

Gulf Strike $2 
NBA $2 

Super Sunday $2 
GM Disk $2 

Team Disk $1 

msstirn 


Carmen - USA $24 
Carmen - World $24 
Choplifter $12 
Print Shop $31 
PS Companion $24 
PS Holiday Disk $18 
PS Lib 1-3 (each) $18 
Superbike $15 

CINEMAWARE 
Def Crown $24 
Sinbad $24 


DATASOFT 
AR - City 
AR - Dungeon 
Mercenary 
221- B Ba1<er 


Adv Constr $12 

Age Adven $1 2 

Amnesia $28 

Archon $12 

Archon II $12 
Arcticfox $23 

Bard's Tale $28 

Bard's Tale II $28 

Chess 2000 $28 

Chuck Yeager $24 

Dem Stalkers $21 
Dragon's Lair $18 
Earth Orbit $21 
Legacy Anc $21 

Lord's Conq $12 

Marble Mad $21 

Mule $12 

One on One $12 
Patton - Rommel $21 
Pegasus $21 

7 Cities Gold $12 
Scrabble $23 

Skate or Die $21 
Skyfox $12 

Skyfox II $21 

Starfleet I $28 

Strike Fleet $21 

World Tour Golf $21 

I EPYX ■ 

Calif. Games $28 
Champ Wrest $15 
Destroyer $28 
Movie Mon $15 

Spy/Spy III $18 

S. Baseball $28 

S. Basketball $28 
Sub Battle $28 
Temple Tril $15 

$28 

Winter Games $28 
World Games $28 

I INFOCOM 

Beyond Zork $31 
Border Zone $24 
Bureaucracy izek $24 
Hollywd Hijinx $24 
Lurking Horror $24 
Nord & Bert $24 
Plund Hearts $24 


itationfall $24 
LANCE HAFFNER 


Final 4 B.ball 

1 

$30 

Full Count BB 

$30 

Pro Basketball 

$30 

3 in 1 Football 

$30 

MICROLEAGUE 

SPORTS 

1 

ML Baseball 

$28 

MLB 87 Teams 

$15 

MLB GM Disk 

$21 

ML Wrestling 

$21 


MICROPROSE 
Airborne Ranger $24 
Conf. Vietnam $28 
F-15 $24 

Gunship $24 

Pirates $28 

Silent Service $24 
Stealth Fighter $28 
Top Gunner $18 

I MIN DSCAPE 

Deja Vu $24 

Gauntlet $24 

Deeper Dungeon $18 
Ice Hockey $24 
Infiltrator II $24 
Paperboy $24 

2DRI GIN 
Auto Duel $34 
Moebius $28 

Ogre $21 

Unima I $28 

Ultima III $34 

Ultima IV $41 

j SIMULATIONS 
CANADA 

Fifth Eskadra $42 
Golan Front $42 
Grey Seas GS $42 
Long Lance $42 
Seventh Fleet $42 
Stalingrad $42 

[ SSG ' 

Battlefront $28 
Carriers War $34 
Civil War vol I $28 
Europe Ablaze $34 
Montezuma $28 
Norman^ $28 
Reach - Stars $31 
Russia $28 

Run 5 #8 $4 

Run 5 #1-7 each $5 


Antietam 

B-24 

Battlecruiser 
Battlegroup 
Eternal Dagger 
Gettysburg 
Kampfgruppe 
Scenario Disk 
Mechbrigade 
EmiiecBicihs^ 
Phant 1-3 each 
Pres. Elect 88 
Qv?,?tr9a II 

Realms Dark 
Rebel Charge 
Rings Zilfin 
Roadwar 2000 
Rdwar Europa 
Shard Spring 
Shiloh 

Sons L/berty 
War S. Pacific 
Wargame Constr 
Warship 
Wiz Crown 

ETC... 

Blue Powder 
Borodino 
Deep Space 
Elite 

Guild Thieves 
High Seas 
Jet Sim 


Might & Magic 
Stealth Mission 
Up Periscope 
Wheel Fortune 
Wizardry I 
Wrath Deneth 


Ace of Aces $28 

Hardball $24 

Mean 18 $34 

Mini Putt $28 

Pinball Wizard $24 

Test Drive $28 


C. Baseball $28 
C. Basketball $28 
C. Football $28 
Shanghai $24 

I AVALON HILL 

Com. Diplomacy $34 
Gulf Strike $21 
Incunabula $21 
Super Sunday $24 
Team Disk $15 


Ancient Art War 
AAW at Sea 
Business Adv 


Carmen USA $31 
Carmen World $28 
Print Shop $41 
PS Companion $34 
PS Lib 1-2 (each) $24 
Toy Shop $34 

ELEC, ARTS 
Adv Constr $12 
Archon $12 

Arcticfox $21 

Bard's Tale $34 
Busines Sim $47 
Chess 2000 $28 

Chuck Yeager $28 
GS Bridge $41 
Harvard Bus. $47 
Hunt Red Oct $34 


Marble Mad 
One on One 
Patton - Rommel 
7 Cities Gold 
Scrabble 
Starfleet I 
Starflight 
Weaver Bball 
World Tour Golf 


Calif Games $28 
Destroyer $28 
S. BasKetball $28 
Sub Battle $28 
Winter Games $28 
World Games $28 


Beyond Zork $34 
Border Zone $28 
Gamma Force $12 
^neMa^odon $12 
Nord & Bert $28 
Plund Hearts $28 
ShfriQ Ck $28 
LANCE HAFFNER i 
GAMES 

Final 4 B.baii $30 
Full Count BB $30 
Pro Basketball $30 
3 in 1 Football $30 


Nord & Bert 
Plund Hearts 


Conf. Vietnam $28 
F-15 $24 

Gunship $34 

Pirates $28 

Silent Service $24 


Bal. Power 
Def Crown 
Gauntlet 
Infiltrator II 















CALL TOLL-FREE imO-4S6m^^^ 


IBM 


AMIGA k ATARI 



Moebius 
Ogre 
Ultima III 
Ultima IV 


Kings Qst I or II $34 

Kings Qst III $34 

Space Qst I $34 

Space Qst II $34 

Tnexder $24 

3-D Hel icopte r $34 
SIMULATIONS 
CANADA j 
Bat Atlantic $42 
Moscow Camp $42 
Op Overlord $42 
To The Rhine $42 


Antietam 

g-24 

Gettysburg 

Kampfgruppe 

Mechbilgacle 


Pres. Elect 88 
Rebel Charge 
Roadwar 2000 
Rdwar Europa 
Shiloh 


Wiz Crown $28 

I ETC... 

Breach $28 

Breach Scenario $18 
Deep Space $28 
Falcon $34 

Flight Sim $34 
Jeopardy $10 
Jet Sim $34 

Leader Board $31 
Might & Magic $34 
ML Baseball $28 
NFL Challenge $75 
Orbiter $34 

7 Spirts Ra $31 
Space M.A.X. $41 
221 -B Baker $21 
Universe I or II $34 


Wheel Fortune 
Wizardry I 
Wizardry II 


Arcticrox $28 

AR - City $28 

Auto Duel $34 

Bal. Power $34 

Barbarian $28 

Bard's Tale $34 

Beyond Zork $34 

Breach $28 

Breach Scenario $18 

Chp Baseball $28 

C. Basketball $28 

C. Football $28 

Def Crown $34 


Fifth Eskadra 
Flight Sim II 
Gauntlet 
Golan Front 
Gone Fishin 
Grey Seas GS 
Gunship 
Hardball 


Marble Mad 
Mean 18 
ML Baseball 
MLB Team Disk 
ML Wrestling 
Moebius 
Olds 

Phantasie III 
Pinball Wizard 
Police Quest 
Prime Time 
Rdwar Europa 
SDI 

Seventh Fleet 
ShdddmH^ 
Silent Service 
Space Qst I 
Space Qst II 
Stalingrad 
Starfleet I 
Star Trek III 
Sub Battle 
Sundog 
Terrorpods 
Test Drive 


Alien Fires 


Arcticfox 
Bal. Power 
Barbarian 
Bard's Tale 


Chp Football 
Chess 2000 
Def Crown 
Delux Paint II 
Destroyer 
Faery Tale 
Ferrari 

Final 4 Basketbl 
Fire Power 
Flight Sim II 
G. u. Air Rally 
Gridiron 
Guild Thieves 
Hardball 

Oft 

Instant Music 
Jet Sim 
Kampfgruppe 
King Chicago 
Kings Qst 111 
Marble Mad 
Mean 18 
M18 Course #2 
Moebius 
Qne on Qne 
Phantasie III 
Ports of Call 

Return Atlantis 
Roadwar 2000 
Rdwar Europa 


Wargame Constr 
Winter Games 
Wiz Crown 


7 Cities Gold 

HWvIc 

Sinbad 
Sky fox 
Space Quest 
Starfleet I 
Terrorpods 
Test Drive 

Uninvited 
Weaver B.ball 
Winter Games 
World Games 


$28 Ace of Aces $21 

$15 Age Adven $12 

$28 Antietam $34 

$34 AR - City $21 

$28 AR - Dungeon $28 

$34 Archon I or II $12 

$34 Auto Duel $34 

$28 Battlecruiser $41 

$28 Borodino $28 

$18 Chess 2000 $28 

$34 Con. Vietnam $28 

$31 Et. Dagger $28 

$34 F-15 $24 

$68 Flight Sim II $34 

$28 Gettysburg $41 

$34 Guderian $21 

$34 Hardball $21 

$30 Kampfgruppe $41 

$18 Scenario Disk $15 

$34 LB Dbl Pack $12 

$28 Lords Conq $12 

$41 M.U.L.E. $12 

$31 Mail Monster $12 

$31 Mechbrigade $41 

$34 Mercenary $21 

$34 ML Baseball $28 

$34 MLB GM Disk $21 

$41 MLB 1987 Teams $15 

$34 MLB Stat Disk $18 

$34 Nam $28 

$34 Nap Waterloo $18 

$31 Ogre $21 

$15 One on One $12 

$41 Phantasie $28 

$15 Print Shop $31 

$28 PS Companion $24 

$34 Rebel Charge $34 

$34 Rome • Barb $15 

$28 7 Cities Gold $12 

$31 Shiloh $28 

$24 Silent Service $24 

$34 Sggs Liberty 

$15 Spy 1 5Tl 

$28 Starfleet I 

$28 Stationfall 

$34 Temple Tril 

$15 Top Gunner 

$34 Triple Pack 
$38 22i-B Baker 

i§; 

$24 Ultima III 
$30 Ultima IV 
$34 Universe 

$34 Wargame Constr 

$28 Warship 

$28 Wiz Crown 


Spy I & II 
Starfleet I 
Stationfall 
Temple Tril 
Top Gunner 
Triple Pack 
221-B Baker 


Bard's Tale $34 
Beyond Zork $34 
C. Basketball $31 
Delux Paint II $68 
Art Parts #1 $21 

Arts Parts #2 $21 

Holidays $21 

Destroyer $28 
Mean 18 $31 

M18Course#2 $15 
M18Crse#3-4 $24 

Hacker II $15 

Hardball $31 

Instant Music $34 
Rock & Roli Disk $21 

Hi 

Music Constr $34 
Print Shop $41 
PS Sampier $24 
Roadwar 2000 $31 

Shanghai $28 

Silent Service $28 
Space Quest $34 
Str Conquest $34 
Thexder $24 

Tower Myraglen $38 
Winter Games $28 
World Games $28 


Wrid Tour Golf $28 


MAC 


Anc Art War $31 

AR - City $28 

Beyond Zork $34 

Breach $28 

Business Sim $47 

Chmp Boxing $12 

Chess 2000 $31 

Comp Ambush $41 

Crystal Quest $28 

Defux Music $68 

Falcon $34 

Flight Sim $34 

Hardball $31 

Kings Qst I $34 

Kings Qst II $34 

Lurking Horror $28 

MacGolf $41 

MacRacquet $41 

NFL Chmienge $75 
Nord & Bert $28 
Patton Rommel $28 
Plund Hearts $28 
Pro Challenge $34 
Reach - Stars $28 

Scrabble $28 

Shadowgate $34 

Shaghai $28 

Space Qst I $34 
Space Qst II $34 
Starfleet I $38 


ACCESSORIES 


Sony DSDD 5.25 

$9 

Tevex DSDD 5.25 w/library case 

$8 

Sony DSDD 3.5 

$20 

3-M DSDD 3.5 

$22 

CH Mach III Joystick App 

$38 

CH Mach III Joystick IBM 

$38 

Cleaning Kit - 5.25 Disk 

$6 

Cleaning Kit - 3.5 Disk 

$6 

EPYX 500 Joystick 

$15 

Mouse Pads 

$6 

Safe Strip 6 Surge Protector 

$22 

Storage Case - 60 5.25 

$9 

Storage Case - 40 3.5 

$9 

Universal Printer Stand 

$22 

Call for information 


about hint books 



Same l y ^ \ya. ® 

Day 

and we'll ship your order ^ n '* — «u « ^ ' 

today by UPS. Your package 
is only days away with Tevex. 

CALL TOLL-FREE 1-800-456-1162 

FREE CATALOG WtTH YOUR FfRfST OBDFH 
Open 9-8 Mon. - Fri. 10-5 Sat. 

Retail Store open same hours. 

Georgia residents call 404-934-5059. When ordering by mail send money order. Include phone number. 
SHIPPING: Add $3.00 for shipping and handling charge. Georgia residents add A% sales tax. Shipping for 
Canadian orders is 5% of order, with a $4.00 minimum . U. S. Mail, APO & RX) orders add 5% of order, with a 
$4.00 minimum. Shipping for all other foreign orders is 15% 

of order, with a $10.00 minimum. All sales are final. Ngw titles are underlined 


2 for 1 SALE! 
Buy 2 get 1 
FREE 
for selected 
Electronic Arts 
software. 

Call for details. 

TEVEX 

4205 First Ave Suite 100 
Tucker (Atlanta), GA 30084 
404-934-5059 

fT/sTI 


Circle Reader Service #20 
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Computer Gaming World 


HAVE I LIED TO 
YOU . . . 
RECENTLY? 


Chris Crawford’s "Trust and 
Betrayal: The Legacy of Siboot" 

by Regan Carey 


T he only thing that is really predictable about 
Chris Crawford’s game designs is that he will al- 
ways produce something that is a step beyond 
the level of games currently out there. So it should 
come as no surprise that his latest effort doesn’t fit 
into any convenient category. 



A novella, authored by 
Crawford, accompanies 
the game. While it is 
not the level of science 
fiction that wins Hugo 
Awards, it does provide 
relevant background 
and a wealth of clues 
on the inner workings 
of the designer’s plot 
when he built the game 
system. The game can 
be installed on a hard 
disk, but it has a "key disk" copy 
protection scheme. 

The Shepherd is Dead! 
Long Live the Shepherd! 

The location is Kira, a moon that 
orbits a planet named Lamina. Now, 
Lamina has seven sapient races sharing its surface 
and they don’t always get along with each other. All 
seven races are also present in a small colony on 
Kira and they don’t always get along with each 
other, either. 


TITLE: 

Trust and Betrayal 

The Legacy of Siboot 

SYSTEM: 

Macintosh 

# PLAYERS: 

Solitaire 

PRICE: 

$49.95 

DESIGNER: 

Chris Crawford 

PUBLISHER: 

Mindscape 

Northbrook, iL 


Trust & Betrayal 
opens with the 
ominous warning "Per- 
sons who play this 
game without reading 
the rules and the novel- 
la are wasting their 
time!" What’s more, it’s 
a valid warning. It takes 
time to appreciate all 
that goes on in this 
game — and it is the sub- 
tleties that really make 
it interesting. 


The novella tells of the escalation that led to a 
rather unfortunate thermonuclear exchange down 
on Lamina. On Kira, the only thing that prevented a 
continuation of the hostilities among the races on 


Kira was the intervention of Siboot. Through careful 
negotiation, appeals to common sense, and the in- 
troduction of a rudimentary telepathic language that 
permitted better interspecies communication, Siboot 
led the Kirans to peace and understanding. Siboot 
became the first Shepherd. 

Each succeeding generation has added to the 
knowledge of the telepathic language, called Eeyal. 
Feslym, the Fourth Successor of Siboot the Found- 
ing Shepherd has just died. It is now time for all the 
acolytes to compete with one another to determine 
who is best qualified to take over leadership, as the 
new Shepherd. In playing the game, you take the 
role of Vetvel, a young male Jomkar, who is his 
species’ acolyte for the position of Shepherd. You 
are a generally nice guy with intelligence, wit, and 
wisdom. Sure. 

As there are seven races, so there are seven 
acolytes. Wra has a small population, so you are 
well acquainted with your rivals. In fact, most of 
them are your friends. Your best friend is Skor- 
dokott, a Tayran that looks like a carnivorous pen- 
guin. Kendra is a rather flighty Klast who bears a 
striking resemblance to a seahorse. Another good 
friend is Wiki, representing the feline Ripi. The rather 
superior Qardbore is a Frem and looks like an 
aardvark. The most human-looking of the group is 
Zubi, the female Srol. Locksher, the Lokweel, is 
simply a mass of furry wrinkles with eyes and a long 
nose. 

The spectrum of relationships between the 
acolytes varies from love, through disinterest, to out- 
right hatred. You are generally liked by most. This 
can get a little tense, however. For instance, two of 
your best buddies. Wiki and Skordokott, dislike each 
other intensely. Further, the Interrelationships 
change through out the game as actions speak 
louder than words. If you play as a dedicated selfish 
lout, you can migrate into everyone’s bad books. 
Equally, it is a major pleasure when you can win 
another over to close friendship. 


An Aura! Fixation 

Each being on Kira has three auras-tanaga (fear), 
katsin (trust), and shial (love). The Shepherd must 
have all three in perfect balance, and maximized at 
level eight. How do you gain power in auras? By 
combat, of course. 

The auras have distinct relationships to each other. 
Fear conquers trust; trust conquers love; and love 
conquers fear. If you think it sounds like the old 
paper, scissors, and rock game, you’re right. When 
you win over another’s aura in the nightly astral 
competition, you gain one level of whatever aura 
you defeated. 

Now, this creates some interesting tactical 
problems. If you need to gain a level in a particular 
aura, you must defeat the same aura. Therefore, 
your attack is telegraphed and easy to defend 
against. So, you outirianeuver your opp>onent — he 
thinks that I think that he thinks, so ... . 

This is complicated by daytime interaction between 
the acolytes. Every morning, each acolyte wakes up 
with knowledge of one aura level of each of the 
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other acolytes. This valuable intelligence is bartered 
back and forth during the day to parley up your 
store of knowledge about your opponents. The 
more you know by nightfall, the better you are 
prepared to prevail in the nighttime competition. 

Nevertheless, there is a cost to gaining this useful 
information. You have to trade for it and whenever 
you tell one acolyte about another acolyte’s aura, 
you are technically betraying that p>erson. Of course, 
you’re not supposed to betray your friends — especial- 
ly if they find out about it! 

Sometimes, however, you find that one or more of 
your friends have betrayed you! Well! Now you can 
betray them, right? So, onward it goes in an escalat- 
ing spiral worthy of the Laminans that wasted their 
original world in self-righteous politicking. 


Eeyal Come Back Now, Hear! 

Another twist is that each race speaks a different 
language. Therefore, all communication must take 
place in a telepathic language that is represented in 
the game by a graphic, icon- based language called 
Eeyal. This language was Siboot’s great contribution 
to peace and love on Kira and skill in Eeyal is the 
mark of a good Shepherd. 

Each concept in Eeyal is shown as an icon. For 
those beginners that haven’t mastered the mean- 
ings yet, simply clicking on any icon will bring up an 
English translation. However, it really doesn’t take 
long until the translations are unnecessary. Like any 
well designed icons, these are intuitive. The syntax 
of the language is simple and straightforward. 

As an icon is selected, representing an action like 
"tell" or "ask", the menu of possible icons is 
automatically adjusted to provide only those choices 
that would be appropriate. A popular theme in 
science fiction is that it is hard to lie in telepathic 
communication. This is the case with Eeyal. Your 
choices for communication are selected from a 
menu that only permits truth to be said. You simply 
cannot speak nonsense or lie. 

The sensitivity of the menu choices to context and 
current levels of character knowledge makes com- 
munication in Eeyal reasonably straightforward. The 
skill in this game is knowing what to say, to whom, 
and when. You won’t get bogged down in the "how" 
of speaking Eeyal. 

An important part of communication are the visual 
clues that come from watching a person’s face. 
Crawford incorporates this by providing a stylized 
face with appropriate expressions on-screen. As 
there are over thirty different facial expressions pos- 
sible, some of the communication is quite subtle. 


Artificial Flavoring Added 

The game keeps track of your actions, and uses 
them to adjust the reactions of your opponents ac- 
cordingly. Among the greatest achievements of this 
game are the different artificial personalities 
developed by Crawford. Once you play a few times, 
your fellow acolytes start to assume the mantle of 
reality. You will develop your favorites, and the way 


you treat them will be reflected in the way that the in- 
habitants of Kira treat you. 

There are other personalities 
to be dealt with, as well. Walking 
down the street, Vetvel can 
come face to face with his old 
teacher, or be pestered by the 
hero worship of an aspiring 
youngster. These meetings are 
presented as stories, sometimes 
quite lengthy ones, that you can 
react to by selecting from four 
possible responses. Some of 
these episodes are designed to 
refine your relationships with 
others or simply clarify your own 
personality. Some are purely in- 
trospective. Sometimes your ac- 
tions during an encounter can 
affect your standing in the game. 

Just in case you start to take 
the game too seriously, several 
of the random events involve 
Chris himself. These encounters 
are rarely straightforward. More 
often they are vehicles for the 
Crawford sense of humor. Chris can be seen lurking 
in alleyways, or loitering in a zoot suit to the sounds 
of a big band. You haven’t lived 
until you have been buzzed by a 
flying Chris Crawford who 
misspells messages to you in 
sky writing. Behind the whimsy, 
however, there is usually some 
good advice on game play. 

Don’t talk back to him, however. 

After all, he is the designer and 
he doesn’t take kindly to dis- 
respect. 

The Bottom Line 

It is possible to have unrealisti- 
cally high expectations of a new 
game, just because it is a Chris 
Crawford design. T&B is a case 
in point. It is a step forward in 
game design. The artificial per- 
sonaliues are good enough to "A Dump of T&B’s Facial Expressions" 
make game play insidiously habit-forming. The con- 
text sensitive icon-based language is a technical 
achievement and deserves praise. 


Continuing the theme of Balance 
of Power, Trust & Betrayal provides 
a mechanism to make players think 
about the nature of conflict. It ex- 
hibits the innovative thinking that is 
the hallmark of Chris Crawford. 

However, little things disappointed 
me. The graphics are interesting, but 
not superior. The opening sequence 
of screens presents some fine anima- 
tion, but then uses text that is 24 and 
36 point Times font. If the game is 
run on a system that doesn’t have these fonts in- 
stalled, the graphics are outshone by singularly 
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rough text. The animated graphic se- 
quences during nighttime aural com- 
bat lose their appeal after one show- 
ing. I guess I expected better. 

Like "Rommel vs. Patton", the 
sound is definitely ho-hum. It doesn’t 
contribute to the game in any way. 
With more and more software com- 
ing out that utilizes digitized sound, 
gamers are becoming a demanding 
audience. If sound doesn't add to the 
game by enhancing communication 
Illustration #2 or by providing entertainment, 

leave it out. 

Picky. Picky. Let me put these complaints in 

perspective. Trust & Betrayal is an ex- 
tremely challenging and entertaining 
piece of software. It is a fine piece of 
game design and definitely not 
boring. Just don’t expect excitement. 
This is the kind of software that I play 
with when I need an interesting puz- 
zle cind some intellectual effort, not 
when I want adrenalin flow. 

While I won’t nominate it for the 
game Hall of Fame, I would definitely 
say that Trust & Betrayal deserves a 
place in your software collection. 
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Illustration #3 



ILLCISTRATION #1: Most game interaction takes 
place on this type of screen. The lower right shows 
that Zubi has just turned down a proposed by Vet- 
vel. The left margin shows Eeyal icons that Vetvel 
could use in response. The stylized face shows that 
Zubi is suspicious. Her love and trust for Vetvel are 
pretty low and her fear of him is relatively high. 

ILLCISTRATION #2: It is mid-morning on Day One 
and Skordokott has just made a deal with his friend 
Vetvel. Skordokott told Vetvel about the level of 
Locksher’s Shial in return for Vetvel’s info on 
Locksher’s Tanaga. Now Vetvel is proposing a 
similar exchange of information about Kendra. 
Skordokott’s expression is scheming, and his love of 
his friend is high. The left column is empty of Eeyal 
icons because the player has yet to press the "do it" 
button and actually put the deal to his friend. 

ILLUSTRATION #3; At any time in the game, Vet- 
vel can check on his current state of knowledge 
about his fellow acolytes. With this screen, he sees 
that Kendra is at Skordokott’s house and Qardbore 
is on his way there, too. Wiki is visiting Locksher, 
and Zubi and Skordokott are at their own homes. 
He also sees that Kendra’s Katsin is at level 6, 
Gardbore’s Shial is at level 8, and so on. As the day 
passes and info is traded, Vetvel will build up his 
knowledge of his rivals’ auras and use that informa- 
tion to plan his nighttime combat. 
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‘Beginning. . . 

‘Tfie Jirst in tfie Questmaster™ Series 


As Terna, the last of the Tellasien race, 
your adventure begins in the futuristic 
world of Dondra™ , where you will embark 
on a journey to find the Crystal Prism 
of Heheutotol. Throughout this fantasy 
adventure your encounters with mythical 
characters will delight and entertain you 
for hours. Dondra achieves a new level 
of visual excellence in its animated 
sequences and superb "cartoon style" 
graphics. This is a quest for any level 
adventurer. From the battle with vicious 
Mutoids to the strange encounter with 
a very beautiful Lioness . . . From the 
unforgiving Wildebeest to the incredible 
flight over Dondra . . . Play again and again 
to gain experience points so that your 
character will have the best possible 
attributes when you transport it into 
future Questmaster™ modules. 
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PANZER 

STRIKE! 

By Bob Proctor 



A lthough Panzer Strike (PS) at first reminded 
me of earlier SSI games, especially the 
popular Kampfgruppe, once I started to play 
I found myself comparing it with Avalon Hill's 

popular board game, Squad 
Leader. Even though PS is 
played on a computer and SL 
on a board, this comparison is 
inevitable. Both simulate small 
unit combat in Europe in 
WWll. Both have interesting 
detail — units represent in- 
dividual vehicles and guns with 
realistic ranges, armor thick- 
ness, speed and so on. Both 
have flexibility — you can play a 
small scenario in 1 5 minutes or 
a huge one that takes days. 
Best of all, both have variety — 
different victory objectives, dif- 
ferent nationalities (even Finns 
and Belgians!), and infinite 
combinations of terrain. This is 
what it takes to keep a game 
popular for over ten years. 


Panzer Strike is the first com- 
puter game that even ap- 
proaches Squad Leader in 
variety and interest; if you enjoy 
SL then you should buy Panzer 
Strike ASAP. 


snuimic siNUL«Kms,iNC. 


Name: 

PANZER STRIKE 

Systems: 

Apple, C-64/128 

# Players: 

1-2 

Price: 

$49.95, $44.95 

Designer: 

Gary Grigsby 

Publisher 

Strategic Simulations Inc. 

1 046 N. Rengstorff Ave. 
Mountain View, CA 94043 


Whoa! Go read it again — 
that's review number one! Notice I'm 
not saying that Panzer Strike is a com- 
puterized version of SL. It's a different 
game system with both pluses and 
minuses. The computer makes it 
much easier to play than any board 
game, even with highly detailed 
ammo limits and command limita- 
tions, but it lacks the breadth of the Squad Leader 
system (no rules for amphibious or airborne as- 
sault, for example). PS has a design-your-own- 
scenario routine that emphasizes speed and con- 
venience but does not give you complete control 
over every variable the way SSQ's Battlefront sys- 
tem does. There's no way to create new terrain or 
weapons for example, but then there are a LOT of 
choices already here. It will keep you playing happi- 
ly until something better comes along no matter 
how many years that takes. 


For the Rest of Cls 

It's easy to understand the historicity of games 
that portray famous events and use a map that is 
recognizably the place where these events hap- 
pened: a game of D-Day on a map of France, for 
example. Such games reenact the events of many 
months and the outcome has a clear effect (well, 
usuciUy) on the course of History. 

Games like Panzer Strike, that deal with small- 
unit tactics, are historical in a different way. 

They attempt to portray how a relatively small 
group of men, armed with various kinds of 
weapons, can accomplish some simple task. An ex- 
perienced player will develop a complex "tactical 
doctrine" which can be applied no matter what the 
quality of the troops, the type of weapons avail- 
able, the type of weather and terrain present, or 
the type of goal to be reached. If the game is realis- 
tic, the methods that work best will be similar to 
those used by the successful commanders of the 
period. They will also have to be modified as new 
weapons and new techniques change the face of 
battle. 

Panzer Strike succeeds very well in this regard. In 
a Campaign game, you can command a small 
force through the entire 7 years of WWll, upgrad- 
ing your equipment to match the enemy. You will 
need a balanced mix of weapons and units to 
meet a variety of situations. Are you facing a small, 
mobile tank platoon or entrench infantry backed 
by artillery? Are you trying to capture a crossroads 
or hilltop, or just get around the enemy and get off 
the map? 

The morale and skill of your troops are at least as 
important as their weapons. PS rates both of these 
factors separately. While skill changes only be- 
tween scenarios (more on campaigns in a bit) 
morale ebbs and flows during battle. Gnits under 
fire begin to collect "suppression points" which will 
eventually cause them to retreat or rout if 
neglected. Getting them into cover helps, as do 
other friendly units, but it is the rallying effect of 
HQ units that restores morale quickest. If a unit 
does break, it is controlled by the computer and 
may continue to fight independently. 


What’s in the Box? 

The game comes with two double-sided disket- 
tes, two manuals, and a start-up card. One disk 
side is a scenario builder. The others are game 
disks, each containing a different front: East, West 
and North Africa. This is an ingenious way to get 
all of the data needed for Europe onto 1 40K disks, 
as well as allow for different weather and terrain. 

So North Africa, for example, pits the Germans 
and Italians against the British, has sand instead of 
wheat fields, and favors you with duststorms in- 
stead of snow. Gee thanks. 

North Africa can also be awkward to play since it 
is on the opposite side of the scenario disk (im- 
material if you only have one disk drive). You can 
and should make copies of all disks; there is no 
copy protection. (Apple owners will need a bit- 
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copier since SS! uses a non-standard DOS.) To dis- 
courage people from playing with illegal copies, 
you are required to answer trivia questions based 
on unit data about once per game. Examples are: 
"What is the front turret armor of the French Char 
BIS?" or "What is the cost of a Finnish ski 
squad?". All of the answers can be found in the 
Briefing Manual so as long as you have the 
documentation replying is easy. The idea seems a 
reasonable compromise and is unobtrusive; some 
people even thinks it's fun! My manual had several 
blank pages, including some of the needed 
answers, so make sure yours is complete. 


Ready in the Ranks! 

The Rule Book is 50 pages long and very com- 
plete. Fortunately, you don’t have to read much of 
it to begin playing. After about four pages of intro- 
duction, you can skip to the tutorial and start play- 
ing. The game is very similar to others by Gary 
Grigsby in that each turn (representing one minute 
of time) is divided into an Orders Phase and a 
Combat Phase. Each Combat Phase is broken into 
3 pulses and many sub-pulses so that movement 
and combat are, in effect, simultaneous. The Or- 
ders Phases are normally skipped and action is 
continuous unless you hit the "O" key, which will 
cause the game to enter an Orders Phase at the 
end of the current turn. Scenarios are either 30 or 
60 turns long and you can end them early but not 
extend them. 


variety of units as you can see from this table. 
There is some duplication because the minor Axis 
countries use a number of German weapons, but 
even there a German Tiger tank costs less and is 
available sooner. 

The GSA is notable by it’s absence. There are 
plenty of American-made tanks and guns in the 
British list, but only common ones. Several 
varieties of tanks and infantry weapons like the 
bazooka are absent. A 


pseudo-ZVnerican force 
could be put together for 

Number of Unit Types 


either the Western or 

Nationality Vehicles 

Guns 

Infantry 

African front, but not 

German 

47 

16 

7 

with the same realistic 
detail as other nations’ 

Finn, Rumanian, 
Hungarian 

33 

16 

5 

forces. 

Soviet 

27 

15 

4 


British Commonwealth 

39 

12 

5 


Polish 

7 

4 

2 

Aim! 

French, Dutch 
and Belgian 

17 

10 

2 

Scenarios come in 





several types. An Assault 

scenario begins with both sides in prepared posi- 
tions. One side will always be designated as the at- 
tacker and will have a force that is 2 or 3 times 
larger than the defender. A Pursuit scenario is a 
more mobile situation where neither side has had 
time to dig in. The attacker will have a stronger 
force, but only about twice as big. A Meeting 
Engagement is a Pursuit scenario where both sides 
are attacking and have relatively equal forces. 


The map is laid out using squares instead of the 
more familiar hexagons. This is perfectly accept- 
able since the computer allows for the fact that 
moving diagonally means a longer distance than 
moving to an adjacent square. It also means there 
are 8 possible facings instead of 6. Each square is 
50 yards on a side and the east-west dimension of 
the map is always 60 squares, or just under two 
miles. The vertical dimension can be any multiple 
of ten from 1 0 to 60. There are two screen views: 

1 0x20 squares, called "Tactical" and 20x40, called 
Strategic. The Z key toggles between the two. 1 
use the latter to get the big picture when giving or- 
ders but 1 like to switch to the smaller one for Com- 
bat. The nice large squares make it easier to spot 
the unit being attacked. 

There is quite a variety of terrain in PS. There are 
five levels from 0 to 4. Level 1 is normal ground 
level. Swamps, rivers and depressions are lower 
than this; rough and slope are level 2; hilltops are 
level 3. Most features, like forest, buildings and 
roads, can be either level 1 or 3. There are no 
multi-level buildings, so no good way to simulate 
fighting in larger cities. You can create a beach or 
a wide river but there are no boats and no rules 
for amphibious assault. The three terrain sets — 
European Summer, European Winter and North 
African — give a different look on-screen and also 
allow for regional and seasonal differences. Thus 
the boggy European swamp is much more pass- 
able when frozen and becomes an African oasis 
further south. 

Each unit on the map represents a single vehicle, 
gun or squad of men. There is an incredible 


The mission of both attacker and defender can 
also vary. As attacker, you might be trying to cap- 
ture a piece of 
ground (Clear), 
destroy enemy 
units (Engage), or 
exit off the far end 
of the map 
(Bypass). The 
defender has cor- 
responding Hold, 

Engage, and 
Delay missions. 

Victory conditions 
are measured by 
points (a unit’s VP 
= build cost) with 
bonuses and mul- 
tipliers. For ex- 
ample, an attacker with a Bypass mission loses 
double points for each unit destroyed but gets 5 
times the points for each unit exited off the far 
edge. If the defender has a Delay mission, these 
factors jump to 4 times and 1 0 times or if the 
defender is trying to Hold a crossroad then there is 
a 1 00 point bonus for doing that. 

There are 7 historical scenarios included in the 
game: 

Although the scenarios offer good variety, most 
people who buy PS will spend more time playing 
scenarios generated on the spur of the moment. 
Many games have had "Design Your Own" features 
but PS breaks new ground in generating interest- 

(Continued on page 53) 


Panzer Strike Scenarios 


Map 

Eastern Front 

Iron Stoves 9/41: 
Ring Road 1/43: 

DAK Reacts 11/41: 
Breakout 6/42: 
Western Front 
British Steel 5/40: 
Group Franc 6/40: 
Cleve-Hekkens 
Road 2/45: 


Scenario Type/Missions 

20x60 Allied Pursuit'Bypass-Delay 
60x60 Allied /tesaul^'Clear-Hold 

60x60 Meeting Eng./Engage-Engage 
1 0x60 Allied Pursuit;®ypass-Delay 

20x60 Allied Pursuil/Clear-Hold 
20x60 /\xis Assault/Bypass-Hold 

60x60 Meeting Eng./Clear-Clear 
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T he current state of role playing, 
whether utilizing the computer or 
not, may be summarized in the 
phrase, "hack and slash." Even pen and 
paper games do not tell b 


message comes up that "You need a 
key!" Perhaps, 1 have the wrong key. So, 
1 try all of them and get the same mes- 
sage. "Rats!" 1 mutter, "1 must have 


than the thrill of discovery. Indeed, 
beyond the parser problem, we have an 
expression of one of the most significant 
problems in most CRPGs today. Role 
^ playing should not be held 


players how to set up adven- 
tures. Campaign building in- 
structions eire minimal, at 
best. After a dozen years, 
there is still no decent set of 
introductory rules for role 
playing games (RPGs), noth- 
ing to meet the needs of a 
novice. In spite of all the 
space that RPGs take up in 
the shelves of game stores 
across the country, there is 
still a lack of quality. 

Therefore, even though I 
believe that computers wilt 
never replace a decent Dun- 
geonmaster at anytime in 
the foreseeable future, let 
me state that I do believe a 
good computer role playing 
game (CRPG) can still ac- 
complish a lot. By this I 
mean that a good CRPG 
could: 1) teach lots of 
people how to play RPGs; 

2) teach players how to set 
up their own cam- 
paigns/quests; 3) supply 
reasonably interesting situa- 
tions while doing this teach- 
ing; and 4) give instruction 
about using role playing in 
games. Yet, we have not 
seen CRPGs accomplish 
this. 

Perhaps an examination of 
how RPGs and CRPGs inter- 
acted in the past can point 
the way towards a mutually 
beneficial future. For ex- 
ample, computers were 
doing "find your own adven- 
ture" text games tong 
before publishers filled the 
shelves with these books. 
These books did what the 
computer "text" games 
could not do, provide more 
words to describe events. 


The Future of 

Computer 

Role-Playing 



The Co-creator of ''Dungeons and 
Dragons" Assesses the Genre 

David L. Ameson 


captive by the "If it moves, 
kill it" syndrome. 

Good Graphics 
or a Good Game? 

Another common problem 
in CRPGs may be an em- 
phasis in glitz and glamour 
rather than substance. If it is 
pretty, the assumption is 
that people will buy it. 
Whether in the print media 
or in computer games, this 
seems only too true. Ask 
any sales or marketing 
department. The question 
is, however, do these beauti- 
ful graphics really add any- 
thing substantial to the 
game? Seldom is this a con- 
sideration by the publisher. 

Today, the adventurer’s 
figure moves across the 
screen in an incredible six- 
teen color, three-dimen- 
sional masterpiece. It took 
hours to program and uses 
lots of memory space on 
the disk. Too often in the 
rush to get the product out 
the door, the programming 
was sloppily done and the 
figure took up more space 
them was expected. Time is 
always short, however, so . . 

. . Of course, the figure 
moving across the screen is 
the information being con- 
veyed to the player. Now, a 
one color figure with limited 
animation conveys that infor- 
mation in a lot less program 
space. The additional 
memory could be used to 
further enhance the game it- 
self. Unfortunately, such an 
attitude does not sell games. 


"Text" games could not go beyond the 
bare bones messages. Words take up a 
lot of programming space! Books are 
also able to include artwork or neat 
maps. This makes the books more 
graphically appealing, but what about 
the computer games? 

One major marketing ploy on behalf of 
computer games is "the thrill of dis- 
covery." Yet, is it always a thrill? For ex- 
ample, when my character takes a key 
in his hand. I hop>e that it will open the 
door that he is standing in front of. The 


missed one . . ." Off I go, killing guards 
and searching rooms. Later, I "acciden- 
tally" discover that the projser command 
to use a key was to "Operate" the key, 
not use the key to "Unlock" the door. 
Silly me. 

No, this little tidbit was not in the "rule 
book." No, I did not feel any "thrill" at my 
discovery of the proper command word 
to use. The aroma emitting from the 
corpse-filled corridors of the castle 
seemed more accurate. Thus, in my 
book, we have more the stink of the feet 


Frankly, computers crunch numbers 
beautifully. They can form intricate 
patterns in less time than you can 
read this sentence. Words and pictures 
take up a lot of memory, so shouldn’t 
designers have computers do what they 
are good at instead of what they are less 
adept at. 

Morale Check 

In any given battle, our surrogate war- 
riors will beat each other to a pulp until 
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one side or the other comes out on top. 

If the player wins, loot is gathered, 
wounds healed, and experience points 
gained. If the nasty Nazis (or supply your 
own villain) win, they just vanish back 
into the nether regions that spawned 
them. 

I n Dungeons and Dragons, there is a 
rule called "Morale." This deals with 
the situation where creatures see that 
they are going to get killed. Then, they 
pack up their claws and scamper off into 
the shadows rather than be slaughtered. 

It is a pretty basic and simple rule. 

Each creature has a certain courage 
rating. Then, when losses reach a cer- 
tain percentage, a die is thrown. If the 
courage number is exceeded, the critters 
take off. The same procedure is used for 
large numbers of human troops and ad- 
venturers. 

Players don’t like it. They, and the 
referee, consider it to be one more num- 
ber to keep track of. Besides, you don’t 
get any experience points when the bad 
guys run away. Of course, a "good" 
referee (speaking of efficiency, not align- 
ment) will still award the players points, 
even though such an event is not specifi- 
cally mentioned in the rule book(s). On 
the computer, working such an equa- 
tion into the program should be no 
problem at all. It also ought to be able 
to award partial points, even if the 
goblins did run away. Most experience 
points should come from the treasure, 
anyway, not in killing the monsters. 

Of course, some players won’t like it 
when their "friends" leave them to face 
the music. "Well, tough noogies!" Non- 
player characters would have their 
morale affected by the Charisma of their 
leader. This, in turn, could be affected 
by the leader’s "Reputation" which would 
be an evaluation of how well that leader 
has been in the past. 

A nother problem would involve 
division of the spoils. Max of 
Marysport may be better with a sword 
than Felix, but will Felix really just hand 
his new magic sword over to Max. No! 
Felix’s actions will be based on Group 
Loyalty or Personal Loyalty. This may 
sound like a complex problem, but it is 
one a computer can crunch numbers to 
handle. The Group Loyalty evaluation 
would be a numerical estimate of how 
successful the group has been to that 
point, which indicates how likely it is that 
there will be more loot in the future. The 
Personal Loyalty quotient would be a 
numerical calculation which determines 
how much the NPC likes the group’s 
present leader. 


Fortunately, CRPGs are becoming 
more interactive. In days of yore, one 
delved into the dungeon’s depths. TTien, 
CRPG emerged into open country and 
villages. Today, they are vivid animated 
graphic spectacles. Yet, players must still 
hack and loot again and again in order 
to gain experience. 

In general, characters in CRPGs only 
develop their fighting techniques or 
learn more spells. A character’s align- 
ment is repre- 


turn out to be a cross, in many respects, 
between Questron and Wizard's Crown 
presented in a new setting. 

Wasteland promises to provide some- 
thing quite different in the area of NPCs, 


sented only by 
occasional com- 
ments from the 
computer to 
"Not be such a 
goody two 
shoes." A 
character’s 
profession is 
still 

Fighter/Magic 
User/Cleric/Thief. 

Players get to 
name their sur- 
rogate robot . . 

. er . . . adven- 
turer, assign a 

few numbers, and give the character its 
marching orders. Whoopee! . . . 

Many players and reviewers have 
reflected on this robotic mentality. 
Another deficiency is games that over- 
emphasize "Combat Mechanics." When 
major player decisions revolve around 
whether Marfeldt the Barbarian will use 
his #3 Axe or #7 Mace to deal with 
monsters, it hardly seems like role play- 
ing (rather "roll" playing). 

Hope was expressed that Ultima IV 
would break new ground. It did give the 
character more depth and new text 
games have given the characters more 
choices. Gnfortunately, rather than 
being harbingers of a new age, these 
games have stood pretty much alone as 
quirks instead of trend setters. 

Today, many new games claim to be 
the "cutting edge." Among them are 
Strategic Simulations, Inc.’s Ad- 
vanced Dungeons and Dragons and 
Electronic Arts’ Wasteland. Each will 
shortly be released. Both are touted as 
being "state of the art." Each does con- 
tain "new" features. 

In the SSI product, a new feature to 
CRPGs is that of NPC character align- 
ment and objectives. NPCs will actually 
leave the party, due to alignment or be- 
cause their "personal" goals have been 
achieved. In other areas, AD &D will 
only be a refinement of existing features. 
Better graphics, more magic spells, etc. 
will be available, but the product will 


Even Though Computers Will 
Never Replace A Decent 
Dungeonmaster At Anytime In 
The Foreseeable Future, A 
Good Computer Role Playing 
Game Can Still Accomplish 
A Lot. 


skills, and information gathering. Mike 
Stackpole, who assisted Alan Pavlish in 
the design, has an extensive back- 
ground as a respected designer of RPGs 
and scenarios. Thus, he is well qualified 
to add aspects of "Live" RPGs to CRPGs. 
Wasteland contains some of the best fea- 
tures of Ultima IV mapping and Bard's 
Tale combat. In the game, characters 
have skills, but the only way to improve 
them is to use them. Also, NPCs will 
refuse to march off to death and glory 
like little robots. Beyond this. Wasteland 
contains a vast amount of information. 

It is the 200 paragraphs of text in the ac- 
companying booklet that set it apart. It 
looks like players will really be able to 
communicate with the creatures of Was- 
teland. All this and graphics, too. 

Where is character development taking 
place in CRPGs? Each of the newer 
games mentioned brings in a significant 
addition to the CRPG scene. Will there 
be more improvements, additions, and 
expansions? Or are we still dealing with 
quirks? 

Only tomorrow will tell, but it would be 
nice to see all of these RPG features in 
the same game! That would be a real 
step forward. Then again, maybe that 
would make it too much like the real 
thinq. 
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ABSTRACTS FROM 
THE JOURNAL OF 
COMPUTER GAME 
DESIGN 


C hris Crawford is a game designer 
who has attempted to be on the 
cutting edge of game design from 
his early Eetstem Front to his most 
recent Trust and Betrayal: The Legacy 
of Siboot. As editor of The Journal of 
Computer Game Design, he is attempt- 
ing to engage other designers in a collo- 
quium concerning the present state of 
and future directions for game design. 
JCQD is published six times per year 
and costs $30 per year (The Journal of 
Computer Game Design, 5251 Sierra 
Rd., San Jose, CA 95132). In diis issue 
of Computer Gaming World, we will be 
abstracting from issues #4 and #5 of 
JCGD. 

Blowing My Siboot-Horn 

by Chris Crawford (Author of Eastern 
Front, Legionnaire, Balance of Power, 
Trust and Betrayal, and others) 

he fascinating thesis of this article 
is that designers need to take 
more pain to place characters into 
computer games. Crawford distinguishes 
between the "cardboard" caricatures in 
earlier games and his current definition 
of a character. "A good character is 
somebody with whom I can have a rich 
emotional interaction. A good character 
has a distinct personality that 1 can get 
to know, and will behave in a manner 
consistent with that personality, even if it 
isn’t always predictable." In challenging 
his fellow designers toward that end, 
Crawford enumerates two distinct and 
"gigantic" problems to be solved: artifi- 
cial personality and a language of inter- 
action. Though Crawford feels that Trust 
and Betrayal comes closer to ac- 
complishing the task of realistic charac- 
ter development than earlier games, he 
admits that his solutions are "pioneer- 
ing" and "clumsy." 

Crawford prefers the term, "artificial per- 
sonality," to the more common, "artificial 
intelligence." The latter deals with 
academic problem solving, according to 
the designer, but the former "... is con- 
cerned with the capturing of human na- 
ture in algorithmic form, and is more 
properly treated as lying in the field of 


the arts rather than the sciences." He ex- 
plains that his current artificial per- 
sonality module uses seven invariant per- 
sonality traits (e.g. integrity, gullibility, 
desire to be liked, pride, etc.), three 
relationship variables (love, trust, and 
fear), and three short-term moods (short- 
term versions of love, trust, and fear). 
Gsing 1,100 lines of Pascal, Crawford 
wrote a set of equations that determined 
the character’s emotional response to 
any possible interpersonal event. Then, 
the character would choose, depending 
on his personality, mood, and relation- 
ship, a behavior. 

Though this is complex, the second 
problem is even more so. Recognizing 
that any given English word has a sig- 
nificant amount of emotional baggage 
that comes along with it (e.g. A brick is 
hard, massive, and red, among other 
possible characteristics), he contends 
that "Language does not exist in isola- 
tion from reality." As Crawford notes, 

"We live in an immensely complex world, 
and short, simple words such as ‘brick’ 
carry much of that complexity with them. 
When you see something called a brick 
in a regular text adventure game, you 
know it isn’t really a brick; it should 
more properly be called ‘the thing you 
throw through the window in the log 
cabin to get inside,’ because that is the 
true operational reality of the thing, and 
its ONLY reality in the text adventure." 

Most games use a sub-set of English, 
restrict the vocabulary to a few thousand 
words, keep grammar and syntax to 
sixth-grade level, and make the game en- 
vironment very simple. This often 
creates a frustration for the player be- 
cause it distorts the image of the game 
world by suggesting traits that do not 
exist. Crawford’s solution in Trust and 
Betrayal was to create a special-purpose 
language for the game. This language 
uses icons as words and allows the 
player to build graphic representations 
similar to a sentence diagram by clicking 
on icons. Direct objects are always to 
the right of the verb, indirect objects are 
underneath the verb, etc. These icons 
are presented on the screen after 
Crawford’s "inverse parser" has already 



examined the player’s situation and 
determined all the possible words that 
the player could choose for that position 
in the sentence. This system, which in- 
volves a single boolean expression 
which would print over an entire page in 
length, eliminates the possibility of 
semantic mistakes and useless expres- 
sions. Crawford notes that there are only 
80 words in the entire language, but 
points out that each word is fully opera- 
tional and the full vocabulary defines a 
complete social system. He estimates 
that it took two full months to get the in- 
verse parser routine working smoothly. 

Multi-Player Games 

by Dan Bunten (Author of Computer 
Quarterback, Cartels and Cutthroats, 
M.U.L.E., Seven Cities of Gold, Robot 
Rascals, and the forthcoming Sport of 
War) 

I n this article, Bunten chronicles his ef- 
forts in trying to write the Monopoly 
or Clue of the computer game field. 
He expressed his frustration at the lack 
of success that multi-player games had 
received to this point, pointing out that 
his own best-seller was Seven Cities of 
Gold — a solo game. Yet, he truly 
believes that the computer offers more 
advantages than board games. Among 
others, he lists animated playing pieces, 
adjustable maps/gameboards, bookkeep- 
ing and refereeing assistance, algo- 
rithms more complex than a die roll, and 
handicapping. He cilso listed disad- 
vantages: difficult interfaces, abstract 
playing pieces, inaccessibility of actual 
computers, and screen size which forces 
players to examine "status screens" and 
reduces the ability to keep secret infor- 
mation. 

Sport of War is one approach to solv- 
ing some of the logistics problems listed 
above. It uses modems to connect two 
human opponents, solving the problem 
of moving the computer, finding a ‘com- 
puter literate’ opponent, and allowing 
hidden information. The idea of the ac- 
tual game is that each player is in a 
mobile command center (comcen) from 
which they are directing small armies of 
robots. The objective is to either score a 
"knockout" by disabling the player’s com- 
cen or take enough terrain and inflict 
enough damage to "win on points." The 
display may look like that of a solo 
game, but the player is forced to remem- 
ber that there is a human opponent at 
the other end of the telephone line. 
Players can even communicate across a 
"chat line" as they direct their forces, fly 
drones, fire missiles and repair damage 
for 1 5-30 minutes. Bunten believes that 
(Continued on page 49) 
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You may never buy another war game. 

“One's first impression of UMS is that of 
awe. The cc 
battlefields. 


adjust those with the powerful editor.. .the 
program truly does allow almost any 
historical, fantasy or science fiction battle to 
be created." 

“...gamers will appreciate the program 
inclusion of elements such as terrain, 
elevation, weaponry, morale, status, and unit 
efficiency in its calculations." 

...and to sum it all up... 

“...we want to say that this is a cutting edge 
product that all computer wargamers will 
want to play. " 

Universal Military Simulator. It’s the new 
standard in wargames. 

Available now on 
Atari ST and IBM. 

Coming soon 
on Amiga 
and Mac. 


table nature of the 
game, and the very flexible nature of the 
construction set come ^ 

together to give us the 
impression that UMS 
definitely a 
breakthrough 
product." 

That’s what the v 

wargame 

experts at Computer Gaming World say 
about UMS. They also like UMS’ high-tech 
graphics... 

“...the three-dimensional topographical 
views of the battlefield offer a unique 
perspective in computer gaming. The ability 
to look at the entire map from eight different 
compass points is, to our knowledge, unique." 
...the power and flexibility... 

“...the program's constructability allows for 
tremendous flexibility. Not only can players 
. , . . design their 


own maps, 
orders of battle and 
objectives, but players 
^ who feel that certain 
PIL, units are too strong, 
too fast, or too 
experienced can 
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Wasted In The 



by William "Biff" Kritzen 


T he moisture dripping from the subterranean 
cavern’s ceiling echoed eerily in the shrouded 
distance that loomed ahead of Hell Razor and his 
battered party. Retracing their path back up to 
the surface was out of the question as long as An- 



gela Death 
was still un- 
conscious. 
Snake Var- 
gas had 
used his 
medical 
skills to sta- 
bilize her 
condition 
but time 
was the only 
healer for An- 
gela now. 
Until she 
came to, no 
one dared 
go forward 
or back. 

After all, 
Angela’s per- 
ception and 
climbing 
skills had 
gotten them 
this far. Hell 
Razor 
vowed to 

build up his own skills so this 
wouldn’t happen again.(lf 
they got out of this mess 
alive!) 

Wasteland is Electronic 
Arts’ new interactive role play- 
ing game based on a pseudo Road Warrior fu- 
ture, set in the southwest deserts of a post- 
holocaust United States. The player directs a party 
of Desert Rangers, out to protect survivors and 
rebuild some semblance of society. While undergo- 
ing this often arduous task, you come upon 
several situations that hint at sinister goings’ on 
that are beyond the scope of your original assign- 
ments. It’s up to you to then follow the various 
leads to a fitting conclusion, or death. It’s rough 
out there! Dozens of monsters, machines and 
criminals are just waiting to add a few scalps to 


TITLE: 

Wasteland 

SYSTEMS: 

Apple II, C-64 (soon) 

# PLAYERS: 

Solitaire 

PRICE: 

$49.95 

DESIGNER: 

Alan Pavlish 

PUBLISHER: 

Electronic Arts 

San Mateo, CA 


their credit and it’s been a while since you’ve been 
to the barber, hasn’t it? 

You start the game with four pre-generated 
characters or create four characters of your own. 
Each character is rated for strength, intelligence, 
luck, speed, agility, dexterity, charisma, skill points, 
rank, constitution, money, sex and nationality. 

Each characteristic enables you to do certain 
things. 

Intelligence is the most important because it al- 
lows the characters to learn invaluable skills that 
are necessary to complete the various tasks in the 
game. Strength helps in opening closed doors, 
moving obstacles, hitting people, etc. Killing 
monsters gives you experience points as in most 
role playing games. At certain experience point 
levels you get promotions. Each promotional level 
gives you two intelligence points that can then be 
cashed in to gain skills and raise skill levels. For ex- 
ample, with two intelligence points you could add 
two skills such as assault rifle and picklock, or you 
could raise your skill levels on forgery or medical 
from two to three. This is the heart of the charac- 
ter generation system and having the proper mix 
of skills is absolutely necessary to overcome the 
many obstacles and problems in the game. The 
various other characteristics affect combat, 
negotiating ability, physical task solving, etc. TTie 
party of four the computer gives you initially is a 
well rounded group that I used to finish the game, 
but you have the ability to customize your own 
group if you like. 

E xploring dangerous catacombs was not 
Hell’s idea of a good time, but being a 
Desert Ranger was not the safest of Jobs in this 
post-holocaust world. Hell, along with Angela, 
Snake and Thrasher had volunteered to solve the 
mysterious deaths in the region and the trail led 
into a cyborg ambush hundreds of feet below the 
Las Vegas country club. Fortunately, Angela’s Kev- 
lar vest had stopped the killer cyborg’s spray of 
bullets from penetrating and killing her, but when 
she awoke she would be bruised and sore. If 
Thrasher’s Uzi hadn’t jammed on his first shot the 
party probably could have gotten by without 
much damage, but Snake’s AK 47 stunned the 
metal monster long enough for Hell’s well thrown 
grenade to finish it off "There really is safety in 
numbers down here", thought Hell. This comfort- 
ing thought was quickly dispelled as the echoes 
of a Slicer/Dicer rang out up ahead. "Grab Angela 
and let’s blow!", snapped Hell to no one in par- 
ticular. "I’ll give back cover. Snake, take point. 
Let’s move, now!" 

Each player-character can carry up to thirty items, 
including weapons, ammunition and armor. These 
can be bought, sold or traded as players see fit. 
Matching the proper tools with the proper skills is 
important. The ability to use assault rifles doesn’t 
help much if you’re using a submachinegun. The 
types of useable weapons cover a wide range. 
There are pistols, rockets, submachineguns, laser 
weapons, grenades and other modern weapons in 
your arsenal and they all come in handy. To finish 
the game your crew will probably be using some 
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heavy weapons. These don’t come cheaply, in 
terms of money or blood. 

flamming his last clip into the NATO assault 
M m rifle. Hell had a glimmering thought of how 
lovely the desert must be right now - hot, radioac- 
tive and full of mutcint lizards. Maybe it wasn't so 
bad down here after all! Just then. Hell heard 
Snake’s cry of despair. Turning quickly, he saw a 
glittering hulk of metal towering over Snake, its 
laser tipped arms locking in on the ravaged 
party. As they scurried for cover. Hell heard the 
reassuring chatter of Thrasher's Uzi. "Uryammed 
at last," Hell thought, moments before a stream of 
bullets threw him against the crumbled remains 
of the sewer wall. Darkness drowned out the 
party’s cries and shouts eis Hell drifted down into 
the first rest he’d had in weeks. 

This is a bloody game. You’ll meet a wide variety 
of nasties out there, ranging from radiation rats to 
mutant metal monsters. Knowing when to gun 
and when to run will keep you alive, for a while. 

You’ll also be interacting with many non-player 
characters. With the proper charisma or skills, you 
may even get some of them to join your party. 
There is room for three more in addition to your 
original four and there is safety in numbers in this 
game. Don’t count on finding solitary monsters 
out there, they travel in packs and you should too! 

Once your party is assembled it’s out into the 
great unwashed desert. The first community you 
visit should be Highpool, a nice quiet little com- 
munity that should get your party acquainted with 
the surrounding countryside and its inhabitants. 
There you’ll pick up the first pieces of the puzzle. 
There are several courses op>en to you at all times 
and there is always more than one way around 
every puzzle in the game, so you’re not locked in 
to any particular order of missions, except in the 
broadest sense. You will need certain items to get 
to different stages of the game, but there are al- 
ways several ways to get what you need. It is a 
great feature that makes the game move swiftly. In 
fact, the 80-1 00 hours it takes to finish the game 
really do move along rapidly. I spent many nights 
awake until 1 :30 or 2:00 AM before grudgingly 
powering down to await the next day’s session. 

Wasteland uses a paragraph system to flesh out 
the clues given by NPCs in the game. It really gives 
a nice depth to the plot. These paragraphs are 
printed in a booklet which is included with the 
game and they save plenty of disk space without 
sacrificing plot depth. It’s a nice hybrid that you vdll 
probably be seeing in most games of this genre in 
the future. Also, if you decide to peek at the 
paragraphs out of order, there is a false subplot 
hidden in them that makes it very difficult to cheat. 
In fact, when finished, the paragraph book is 
"must" reading. 

I like the fact that there is no magic or food to 
deal with in this game! You don’t have to scrounge 
around for food every twenty minutes and you 
need not spend time thumbing through a book of 
arcane magic to find the right spell to throw. 

Those features may add atmosphere to some 


games, but it is refreshing to play a game that con- 
centrates on being skillful enough to disarm an 
alarm, instead of putting monsters to sleep. 

If you like sophistication in your simulations, grab 
this one. Its ease of play, richness of plot, problem 
solving requirements, skill and task system, and 
graphic display all make this one of the best 
games I’ve ever played. It wins my vote for "Adven- 
ture Game of the Year." 


T he desert really is quiet and peaceful at sun- 
set, reds and purple blend into a cool black, 
hiding death below the ground. 


Desert Ranger 
Survival 
Handbook: 

1 . Don’t be in a hurry to waste 
everyone you meet. Some of those 
unruly looking characters can really 
help by joining your party. 

2. Always make sure you have 
plenty of ammo. When you run low, get more. 
AK47s are great weapons, but clubs are just as 
good if you’re out of ammunition. 
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3. Try to get your party to have all the skills be- 
tween them. You’ll need almost all of them to 
solve the game. Also, you can never have too 
many members with medical skills. 


4. Practice makes perfect, if you try a skill that 
should work but it doesn’t, keep trying. Eventually 
it will and your levels will go up with 
successful use. 

5. Write down everything anyone 
tells you. You’ll need the clues they 
give to solve problems downline. 

6. When low on constitution, go 
into the deepest part of the desert 
to recover. ISo one will bother you 
out there while you’re healing. Just 
be sure you have plenty of water 
with you! 

7. Be careful of diseases and radia- 
tion sickness. Doctors are expensive and your 
medical skills only work for wounds. Radiation suits 
are worth their weight in gold! 

8. Go everywhere, clues are hidden in the least 
likely spaces. 



9. Save the game often! It’s easy to die and you’ll 
be restored to your last save when the game res- 
tarts. Back up your disks! The game writes to disk 
whenever you enter a new location, so keep that 
in account when venturing into unknown territory 
with a depleted party. 


1 0. Gse the print utility on the key disk to keep a 
list of personnel and their skills. It makes it easy to 
quickly see who should be attempting various 
tasks. 








A Pirate 
Troo^r 


ware or gam^tore 


Naiee HP Cond ft:Ii 


2>K Gersen 30 Okay 9:1 
'3>ralkenbe 33 Okay 9:1 
4>rUnary 36 Okay 9:1 
S>Retief 29 Okay Hnd 
-6>J HaMMer 32 Okay 1:7 

Cally [ 52 3 
•jioup.> In Range: None 
CjMM?rLd; Nindshock on A1 
accept A-D !• 


STAR COMMANO. 

Where all your space- -if: 
born fantasies come I V' 
alive. :p 

IBM/Compatibles: 
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To fulfill your fantasies of the sword-and-sorcery kind, play Questran ir 

It wasn’t easy to outdo the original, legendary Questran™ fantasy role- 
playing game. But we did. Questran H’s all-new, state-of-the-art graphics 
is simply stunning. The wilderness, towns, characters and monsters of 
our magical world are beautifully rendered. The 3-D dungeon displays 
will amaze you. Add to this a spell-binding storyline, and you have a 
fantasy game that will ignite your imagination. 

Commodore 64/128: $39.95;uApple, IBM/Compatibles: $44.95; 
Atari ST, Amiga, Apple II GS; $4M5. 


If there are no convenient stores near 
you, VISA and MC holders can order 
direct by calling (415) 964-1353. 

Or send your check to: SSI, 1046 
N. Rengstorft Ave., Mountain View, 

CA 94043. California residents, add 
applicable sales tax. Please specify 
computer format and add $3.00 for.^ 
shipping and handling. 
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REACHING 
THE UPPER 
’’ECHELON’’ 

Access* 3~D Space Combat 
Simulator 

Reuiewed by Hosea Battles 


I sis is the tenth planet in our solar system. It was 
discovered in 1 996; functioned as the site of 
the major battle in the Alphan War (2043); and 
has been the suspected locale of pirate activity 
since 2083. It is now 2096. A C-1 04 Combat Ex- 
ploration Vehicle has been deployed in a patrol 
zone which includes Isis. You are the pilot of that 
spacecraft. Your mission is to find the pirate base. 

This is the setting for Echelon. At first, this looks 
like another 3-D flight simulator, but looks are 
deceiving. It is a flight simulator, but it is much 
morel The first factor that sets the game apart is 
the Lipstick. An innovative fire control mechanism, 
the Lipstick fits onto the player’s head like a head- 
set. By speaking into the microphone, you can fire 
the weapons of your spacecraft. As simple as it 
sounds, weapons can be fired by simply speaking 
the word, "Fire," into the microphone. The only 
problem with the Lipstick is that the headset may 
not be adjustable enough for some and thus can 
be uncomfortable. 

The second factor that sets this game apart from 
other space combat simulators is the explora- 
tion/adventure elements. It is possible to set the 
combat option at any time during the game. You 
can set it anywhere from easy (light enemy activity) 
to hard (continuous enemy attacks). This enables 
players to adjust the game to maximize their major 
interest (i.e. combat or exploration/puzzle solving). 
Speaking of adventure game elements, players 
must explore the planet grid by grid and "flesh out" 
the Pirate Map which is kept by the computer so 
players don’t have to draw a separate map (There 
is a hardcopy map included in the documentation, 
however, for those who like to be careful). These 
pirate maps are extremely important to the game. 
Each time players find an artifact (indicated by a 
flashing screen), they find a clue. The game in- 
cludes a Pirate Code Worksheet and Clue Sheets 
to make this part of the game easier. 

The third factor that sets this game apart is the 
Remote Pilot Vehicle (RPV) option. This adds a 
new dimension to the game. By launching and 
controlling the RPV, you can fly your spacecraft, 
the C-1 04, by remote control. You can watch the 
C-1 04 fly under bridges, around structures, and 
over the RPV (by switching to the RPV control 


screen). This adds to the excitement 

^ by offering the thrill of flying a 

_ model plane by remote control. 

The graphics are vector-like and 

R very good for an 8-bit game. The 
RPV, C-1 04, and enemy ships are 
easily distinguishable and there are 

I I I plenty of items of interest (rivers, 

roadways, mountains, alien struc- 
tures, and artifacts) to keep one 
stimulated. Exploration is exciting. 

You never know what you will find 
and no two artifacts are alike. Cer- 
tainly, a feeling of depth is portrayed 
in the game and a zoom feature al- 
lows players to take close looks at 
objects, structures, or artifacts. 

Game play and screen update are 
slowed when many objects appear on 
the screen. However, trade-off is that 
pirates will not attack the player if the 
area contains many objects, so this may 
be a good time to take a breather from 
those attacks. When there are too many 
objects on the screen for the game to 
progress at the pace the player desires, 
the speed can be enhanced by turning 
off the grid which shows the outlines of 
the sectors on the screen. 

The manual includes a Timeline His- 
tory (as well as a mini-history of the 
planetary federation and the tenth 
planet, respectively); explains every con- 
trol in the game (in illustrated format); 
lists areas of interest with special struc- 
tures to look for; and provides a tutorial. 

Trouble Shooting Guide, Pirate Code 
Worksheet, and Clue Sheets to aid in 
solving the puzzles. 

Game play itself is more than blowing up enemy 
ships. Each artifact you find will bear a strange sym- 
bol, followed by a map color (Blue, White, Purple, 
Red, Gray, or Green). These should be copied, 
along with any other clues en- 
countered, on the appropriate clue ^4 

sheet. Then, you can find the mean- 
ing of the symbols inscribed on 
structures scattered throughout the 
patrol zone. There are six patrol 
areas within the patrol zone. Each 
area consists of 14 rows by 14 
columns (196 sectors). Each sector 
is equal to 10,000 square meters or 
140 kilometers. This means it will 
take many enjoyable hours to ex- 
plore the surface of Isis and com- . . , „ , 

plete Echelon. "Lipstick : 7 


TITLE: 

Echelon 

SYSTEM: 

C-64/128 

# PLAYERS: 

1 

PRICE; 

$-19.95 

DESIGNERS: 

Brent Erickson 
Roger Carver 
Bruce Carver 

PUBUSHER; 

Access Software 


ECHELON 



Overall, it seems safe to say that 
Echelon will be a very successful title for Access. 
Considering the fine job accomplished with 
graphics and game play on the C-64, the Amiga 
version (which is expected to be released soon) 
should be exceptional. If you like arcade action, 
flight simulation, space combat, exploration, 
mystery, and adventure, this game is for you. 


"Lipstick": The Fire Controi System 
For Echeion 
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PLANES, 
TRAINS, AND 
GUNBOATS 


Hijacking '"The Train'' For the 
Honor of France 

by David M. Wilson 



A dolph Hitler really knows how to tick people 
off. As if starting World War II wasn’t bad 
enough, now that the Allies are bringing the 
war toward a decisive end by means of the Nor- 
mandy invasion, the Germans are retreating with 

the famous French art 


collection. They plan 
to use the art as a bar- 
gaining chip in the up- 
coming surrender 
negotiations. To the 
French people, of 
course, this is the 
most heinous crime of 
the entire war. 


The art treasure has 
been placed on a spe- 
cial train which is due 
to depart for Berlin 
momentarily. As the 
steam builds in the 
boiler, a group of 
angry Frenchmen 
stealthily approach the 
train. Their goal is to 
liberate their national 
treasure. Their plan is 
to hijack the entire 
train and rush it to 
Normandy and meet 
the Allies. 


The Train: Escape 
to Normandy is 
another action- 
oriented game from 
Accolade. Players must as- 
sume the role of a resistance 
fighter in the French Under- 
ground in order to fight Nazi 
soldiers, operate a steam- 
powered locomotive, man anti- 
aircraft guns (in order to make 
messes of Messerschmitts, junk out of Junkers, 
etc.), and bombard German gunboats with train- 
mounted artillery. 


TITLE: 

TTie Train: Escape to Normauidy 

SYSTEM: 

C-64/128 

# PLAYERS: 

Solitaire 

PRiCE: 

$29.95 

DESIGNERS: 

Artech Digital Entertdnments 

PUBLISHER: 

Accolade 


Cupertino, CA 


of the game. Players will simply spray the windows 
of the stationhouse with bullets as each window is 
illuminated with return fire. Since all shooting is tar- 
geted on the windows, the "Nazi" soldiers are never 
viewed on the screen. This made the opening se- 
quence less than thrilling. After all, even the old- 
fashioned "bloodless" war movies and television 
programs showed the bad guys falling to the 
ground. 

Everything’s Cinder Control 

Nevertheless, the game does get better. Once 
the train is under the control of the resistance for- 
ces, Le Due (their leader) will call for players to 
climb aboard and operate the train. Le Due has 
some experience with railroading, but he is injured 
and cannot run the train. He will advise the player, 
though. If one becomes too abusive with the 
brakes, for example, he will be warned by Le Due 
to go "Easy on the brakes." If he allows steam pres- 
sure to climb to a dangerous level, Le Due will 
prompt him saying, "Better let off some steam!" Le 
Due will help in watching the gauges and route, 
but wise engineers will not rely heavily on him. 

After all, the man is wounded and bound to be a 
bit slow in noticing things. 

The joystick moderated interface is used to ac- 
cess the various controls of the train. The cab 
screen displays these controls. Moving the joystick 
either clockwise or counter-clockwise, depending 
on which is more efficient, will move the indicator 
around to the proper control. Some warnings 
about the controls should be considered. Never 
slide the forward/reverse lever while in motion. This 
will cause the gears to become stripped so that the 
train may only move in the direction it is proceed- 
ing at the time this action occurs. 

Steam pressure is a prime consideration. The 
player must keep the furnace temperature high 
enough to produce the proper amount of steam 
by accessing the furnace door and shoveling coal 
with a realistic left-right motion of the joystick. 
Blowing off steam when the pressure builds too 
high is accomplished with the steam-blowoff lever. 

If the pressure builds too high, the boiler will blow 
and disable the train. If the pressure is too low, the 
locomotive loses speed. Keeping the proper 
balance is a constant and delicate chore. 

Believe it or not, the whistle is an important con- 
trol and plays an essential part in this game. It is 
used in conjunction with the cab indicator lights. 
These lights demonstrate the direction that upcom- 
ing track switches are set. Engineers use the 
whistle to communicate to the resistance fighters 
which way they need the switches set. Since the 
heavy battles have caused some track sections to 
be damaged, players must strive to choose a safe 
route. Using the whistle is the means by which the 
labyrinth of safe track is negotiated. 

On Not Getting Sidetracked 


Play begins at the Metz train station where the 
player will cover for his companions with sub- 
machinegun fire. This is perhaps the simplest task 


To keep things exciting, German fighter planes 
will attack the train. Players must dispatch them 
quickly or the art cargo could be damaged, result- 
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ing in lower scores. In order to defend against 
these planes, players use front and rear mounted 
machine guns (utilizing two different screens). If 
the plcine flies by the front screen, the player Ccin 
switch to the rear screen in order to fire on it as it 
circles for another pass. 

There is a map screen to indicate progress of the 
train as well as assist in plotting strategy. The 
same map is provided in the documentation, but 
grabbing a manual in the midst of a game is 
easier said than done. Players will want to use the 
on-screen map. 

As the train approaches each station, the 
decision as to whether to stop or not must be 
made. Most stations are, in fact, held by the 
enemy, but are fairly simple to capture. Ad- 
vantages to capturing stations include: obtaining 
repairs to damaged locomotives, reading German 
intelligence reports, and sending messages to the 
resistance. Resistance fighters will capture the next 
bridge or station, if asked. Capturing the station is 
performed in the same manner as liberating the 
train. One must lay down a covering fire while 
one’s companions enter. Asking the resistance to 
arrange for repairs is usually the best option. 

Taking out the gunboats and capturing bridges 
is a pleasure that players will want to reserve for 
themselves. Players must halt at enemy bridges or 
the game ends immediately. When players half at 


the bridges, players must train the sights of their ar- 
tillery onto the gunboats sitting on the river. The 
joystick moves the adjustments by degrees. This is 
the most complex part of the game and it is still 
simple compared to other action games. 

The Terminal Layout 

The graphics of the game are better on the cab 
screen than on the others, yet none of the 
graphics are as outstanding as we have come to 
expect from Accolade and the sound effects are 
pretty standard fare. The sound used for the burn- 
ing furnace, for example, should be familiar to 
Apollo 18 players. It is, after all, the sound effect 
used for re-entry. 

While the game should not be taken as a serious 
simulation, it is a rousing action game. The action 
is there, but some will not like the fact that the en- 
gineering sequences take up more time than the 
normal shoot-'em-up type action game. The en- 
gineering segments, however, are an outstanding 
part of the game. They bring the game to a higher 
level than the straight action game. 

Forget about that old electric train up in your 
closet (some of the track pieces are missing, 
anyway). This game will obviously not make model 
railroading obsolete, but if offers a lot of the same 
kinds of satisfaction. 


PLAY BY MAIL GAMING PLAY BY MAIL GAMING 


^ ^ MATCH YOUR 

adP personal on- 

-i* COMPUTER 

CT against others in 

'.V. this chalienging, 
^ intenseiy competi- 

^ tiit tive, play-by-maii, 

£ W ^ K ^ strategy, simu- 
f lationgame. 

* Info: FREE! 

I # Rules; $4.50 

SPECIAL OFFER: 

Buy a ruiebook and play 
' a shortened Sampler game FREE. 

EGS POB 9078-51 EW Van Nuys, CA 91409 


PAPER MAYHEM 

"The Informauve PBM Magazine 

Having a hard time getting enough players 
together tor your favorite role playing or boar- 
dgame’ Eliminate this problem by joining the 
world of play-by-mail gaming 

Subscribe to PAPER MAYHEM and discover 
the world of play-by-mail (PBM) gaming Virtually 
every facet of PBM gaming is covered by PAPER 
MAYHEM Fantasy, science fiction, historical, 
and sports Each bimonthly issue brings you the 
latest on various PBM games in the forms of 
reviews and articles 

Also in PAPER MAYHEM, you learn about 
what the PBM companies are doing by reading 
our Gameline section Plus, in our PBM Activi- 
ty Corner section, you can see what is happen- 
mg in the current PBM games that are running 

PAPER MAYHEM has been publishing news 
about the PBM games and companies since 
1983 We have improved ahd expanded to keep 
up with this ever popular activity of PBM gaming 

So why delay ahd miss out on all the tuh’ 
Read PAPER MAYHEM and take advantage of 
PBM gaming 

SEND SUBSCRIPTIONS TO PAPER MAYHEM (Depi CG! 

1518 Adams Si . (Ottawa, IL 
61350 4/64 

SUBSCRIPTIONS 1yeaf$20?5 
2 years $35 10 



Join Our Ranks 

Become a star ship captain. 
Experience the fun of pitting 
your wits against opponents 
from around the world in this 

arena of tactical space combat. For free 
information write: 

Play Dy Mail Games 

Fantastic Simulations 

P O Box 24566-ET Denver CO 80224 


SUCCESSION 

One day In the veiy far fijture, the governor of 
Bourlsla dies leaving the planets local factions to 
bid for control before the Emperor's fleet arrives. 
Twelve players each choose the faction best suited 
to them, and begin the long uphill road to gain 
power In the midst of planetary Intrigue. 
Factions range from the aggressive Mercenaries, 
to the wily Smuggler, and the unloved Terrorist. 
With so many factions, a changing map, and a 
myriad of player personalities, no two games will 
ever be the same. Can other games say that? 

For more Information on our Play- By-Mall games; 

Games Without Frontiers 
P.O. Box 6226-0 
Cherry Hill, N. J. 08002 


PLAY BY MAIL GAMING PLAY BY MAIL GAMING 
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by John Jacob 
Jingleheimer Schmidt II 


t's rough keeping up with a growing 
industry, especially if you are travell- 
ing incognito. Take the recent Spring 
Symposium of the Software Publishers 
/^sociation, for example. My editors 
stayed at the Berkeley Marina Marriott. 

My hotel reservation was lost, so I spent 
a lot of time hiding from hotel security. 

Of course, nobody ever bothers to 
check storage closets before they talk 
about deep dark industry secrets, so I 
picked up a few nice rumors. 

In fact, I was trying to figure out how 
to keep my suit from smelling like floor 
wax when I overheard someone say 
something about First Row Software. 
First Row is a new player in the entertain- 
ment software business that is storming 
onto the scene with potentially hot 
properties. Take their Twilight Zone 
product, for instance. According to the 
conversation I overheard, they are plan- 
ning a Friday the 13th (May 13, 1988) 
release in Philadelphia (where Rod Serl- 
ing started at the CBS affiliate). 

Designed by a physician (Dr. Michael 
Breggar), Twilight Zone is expected to 
be a graphic adventure with a "super par- 
ser." 

When the listener suggested that the 
Twilight Zone license must have been ex- 
pensive, the fellow with First Row said, 

"It did not come cheap!" 

It must not be too bad, though, since 
the company also plans to unveil 
another licensed product. The 
Honeymooners at the Sumrner Con- 
sumer Electronics Show in Chicago. 


THE 

RUMOR 

BAG 


This guy said they will have Audrey 
Meadows and the original set from the 
television show as part of their booth. 
Both projected products will be graphic 
adventures. 

I finally decided to go to the welcome 
reception, "eau de floor wax" not- 
withstanding. After all, some tipsy 
software executive would probably spill 
wine on me and cover up the smell, 
anyway. I had no more than placed 
some Brie on a slice of sour dough than 
1 bumped into Andrew Greenberg of 
Wizardry fame. I knew that Andrew had 
created his own company, MasterPlay, 
and was getting ready to release Star 
Saga: One Beyond The Boundary. I 
knew that their key word was "playticipa- 
tion" and that the game was supposed 
to be multi-player role-playing 
moderated by the computer, but I didn’t 
see how it could be workable. As he ex- 
plains it, the computer game master 
referees the game by directing player 
characters to "textlets" (paragraphs of in- 
formation printed in separate booklets) 
according to the moves input on the 
computer (and corresponding to sectors 
on the map). 

Andrew politely brushed a lurking mop 
string off my shoulder and introduced 
me to Tod Zipnick of ICOM. Tod said 
that they were considering a hybrid 
board/computer game with regard to 
their license of Sherlock Holmes: Con- 
sulting Detectiue. Maybe these hybrid ap- 
proaches are the wave of the future. 

I had to beat a quick retreat from the 
reception because someone had told 
several software publishers that I was 
Scorpia. After some of Scorpia’s recent 
less-than-complementary reviews, that 
wasn’t a safe identity to assume. I ended 
up hiding under a table in the lobby 
where some of the SPA members’ 
promotional literature was being dis- 
tributed. The angry publishers lost track 
of yours truly and I was just about to 
return to the reception when a pair of 
pinstriped trousers and some well-filled 
nylons stopped at the table. The female 
voice was lamenting the lack of science 
fiction role playing games on the com- 
puter and the male voice told her that 
Spinnaker Software is developing one 


on a grand scale. Starlords is supposed 
to be an IBM game (VGA required) 
which will offer twelve different worlds to 
explore. When I heard that the game 
was going to be VGA required, I was so 
taken aback 1 nearly bumped my head 
on the table and blew my cover. How 
many gamers have VGA capability?. The 
male voice also shared the fact that Spin- 
naker is working with American Interac- 
tive Media on CD-I projects (including 
their Sargon chess program, two as yet 
unrevealed game titles, and a Scholastic 
Aptitude Test preparation program). In 
fact, he said. Spinnaker is one of four 
authoring stations for AIM in the entire 
country. 

When 1 finally got out from under the 
table and headed for the broom closet 
for the evening, I noticed a intriguing 
group huddled together like U. S. Con- 
gressmen in the infamous "cloakroom." 
Personalities associated with Interplay 
Productions, New World Computing, 
and Origin Systems were "caucusing." 
Drat it all! ! was just sneaking into 
eavesdropping range when I slipped on 
a leftover canape and tumbled loudly to 
the floor. The fellows were nice when 
they asked me to leave, but you have to 
be curious about what three leading 
companies in the computer role-playing 
field might be cooking up together. 

Nevertheless, I did find out that Origin 
Systems will release Times of Lore 
within the year. Designed by Chris 
Roberts, this game is completely joystick 
driven. The visual aspect is something 
Dke Gauntlet but there is much more 
variety and animation than the arcade 
game. The game is not as in-depth as 
the Clltima series, but a pop-up menu is 
accessed in determining actions and a 
pop-up menu for conversational 
keywords appears. Apparently, players 
will be able to simply hold down the but- 
ton on their joysticks until their preferred 
action or conversational keyword is high- 
lighted. Then, they let up on the button 
in order to make their selection. The 
game will be released on disk for G.S. 
consumption and on cassette for British 
Commodore owners. I also noted that 
this game is easily adaptable to Ninten- 
do cartridges and follows the arcade fan- 
tasy role playing formula so popular in 
Japan. 

Later, 1 didn’t mind it so much when 
hotel security caught me sleeping in the 
linen closet, but it really bothered me as 
my editors pretended that they didn’t 
know me when I was forcibly removed 
from the hotel. Well, such is the life of 
an investigative reporter and rumor- 
monger in a security conscious industry. 
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You love playing games, but sometimes you’d rather build 
your own. There’s a lot of satisfaction in playing something you’ve 
personally created, 

Now you can with Wargame Construction Set'" from SSI. 

This unique simulation lets you design and play a nearly 

hmitless number of wargames 
that are as simple or complex as 
you desire. Start by drawing your 
own battlemaps. Place roads, 
rivers, bridges, woods, buildings 
and mines in any arrangement 
and scale you like. 

Fight four levels of combat, 
from man- to- man battles to 
large-scale strategic campaigns. 
Give your men and machines 
different attributes such as unit type, weapon type and firepower, 
movement and strength points. 

You can create scenarios from any period of military history, 
from Ancient wars with spears and catapults to modern conflicts 
using state-of-the-art missiles and tanks. Or you can forget about 
reality and create sword- and- sorcery fantasy adventures and 
science- fiction battles. 

If you get tired of designing, we’ve thoughtfully 
provided eight ready- to-play games. Even these can 
be modified to suit your liking. 







Ready to shift from construction to destruction? Try B-247 

As a flight simulator, it lets you fly a World War II B-24 
bomber. As a combat simulator, it lets you try to bomb Hitler’s oil 
refineries in Ploesti, Rumania. Or get blown up trying. 

You command the lead B-24 Liberator which will determine the 
course of action for the 460th 
Bomber Group. But first, you must 
learn to fly this cantankerous 
plane. Two simpler scenarios let 
you hone your flying skills before 
you go on to the real thing: 19 har- 
rowing missions over the flak- and 
fighter- filled skies of Ploesti. 

Once you’re in the air, your 
first goal is to form up with your 
bomber group and race to the 
fighter rendezvous points. Your escort fighters can only stay up for a 
limited time, so don’t be late. 

If you get hit, you’ll have to decide whether to bail out or stick 
it out and do your job — reducing Ploesti’s total oil production below 
what was accomplished historically. If you succeed, you’ll be told how 
much you would have shortened the war in Europe! 





STRATEGIC SIMULATIONS, INC. 

1046 N. Rengstorff Avenue, Mountain View, CA 94043 
(415) 964-1353 


STRATEGIC SIMULATIONS, INC. 


Look for these exciting games at your local computer/software or game 
store today. Att SSI games carry a "14-day satisfaction oryour money back ’’ 
guarantee. Write or call for a free color catalog of our full line. 

If there are no convenient stores near you, VISA and M/C holders can order 


hy calling toll-free 800-443-0100, x335. Or send your check to SSI at the 
address above. (CA residents, add applicable sales tax.) Please specify com- 
puter format and add $2.00 for shipping & handling. 

© 1987 by Strategic Simulations, Inc. All rights reserved. 




Fight the battles of Mexico City, Belleau Wood, 
Iwo Jima, Okinawa — The Shuri Line, Okinawa — 
The Last Redoubt, Pusan Perimeter, Inchon and 
Hue with the elite fighting men of the US Marines. 

Halls of Montezuma uses the Battlefront Game System with a 
number of enhancements. These include: night capable units, 
brittle units, new reports structure, new graphics, improved movement 
and regimental integrity, and enhanced AI routines. The battles are 
accompanied by detailed historical articles and players notes. 

Be the architect of victory with the complete wargame construction 
set Warplan™ and the total graphics editor Warpaint™. Alter any 
scenario or create new games with Warplan. Change the appearance 
and color of any game icon with Warpaint. 

Fight with the best in Halls of Montezuma from SSG. 

How to purchase. Visit your retailer or call Electronic Arts 
800-245-4525 (in CA call 800-562-1112) for VISA or 
Mastercard orders or write to Electronic Arts, P.O. Box 7530, 

San Mateo, CA 94403. 


A Battle History of the 
United States Marine Corps 


of Montezuma 



\ol. 1 Bull Run 
to Chancellorsville 


First Bull Run, Shiloh, Second Bull Run, 
Antietam, Federicksburg, Chancellorsville. 


Six crucial battles spanning the first half of The American Civil War 
arc recreated in SSG’s Decisive Battles System. 

Decisive Battles is SSG’s new grand tactical simulation, suitable for 
battles of the eighteenth and nineteenth centuries. The many aspects of 
warfare are integrated into an easy to use system that takes ten 
minutes to learn. 

Like Grant at Shiloh and Lee at Antietam, you command an entire army. 
Your Corps, Divisions and Brigades depend upon your direction in battles 
lasting up to four days. The American Civil War faithfully reflects the 
conditions and command structures of the time. On a pre-radio battlefield, 
command abilities will be stretched to the limit. 

rol of your battlefield with SSG’s comprehensive wargame 
construction set Warplan^ and the revolutionary graphics editor 
Warpaint'^'. Total command can be vours with The American Civil War 
from SSG. 


How to purchuvSe. Visit your retailer or eall Eleetronic Arts 
800-245-4525 (in CA eall 800-562-1112) for VISA or 
Mastereard orders or write to Eleetronie Arts, P.O. Box 7530, 
San Mateo, CA 94403. 


Strategic Studies Group Presents ... 


Decisive Battles of 

1 lie kerican Civil far 
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Unfortunately, magazine publish- 
ing is like any other business — 
higher volume means lower unit 
costs. We may eventually compete 
in price with those you have men- 
tioned, but for now, we simply 
provide the finest quality publica- 
tion we can afford to print at the 
best price we can afford to offer. 

Value 'd Opinion 

CGW Is always a welcome arrival at 
my house. It is the only magazine 1 
always read from cover-to-cover. I 
even re-read articles. CGW is getting 
better (I’ve been a reader since 
1984). Keep up the good work. 

Tom Chance 
Ventura, CA 

Gee, thanks . . . Ummm . . , Tom, 
could you drop a line to Dennis 
Owens up in Old Town, Maine . . . 

Brief Comments From 
R.I.D. Cards 

Suggestions 

You should list the machine used 
for the review in the review summary 
box. — Tom Cannen, Germantown, 
MD. 

When reviewing games for the IBM 
state which graphics cards are com- 
patible. — John Friedman, Yuba 
City, CA. 

Good suggestions. We will try 
them out in CGW #48. 

Dungeon Master 

Dungeon Master may be the best 


computer RPG to 
date, it may be 
worth the price of 
an ST to play it! — 
Rick Gridley, Raven- 
na, OH. 

Dungeon Master is 
by far the best 
game I have ever 
played. — John 
Thorning, Bayonne, 
NJ. 

Several other 
readers agreed with 
your opinion. 

Brooks Fan Club 

The Strike Fleet review in CGW 
#46 is the best review I’ve seen in 
CGW. It should be used as a model 
for all of your reviews. — John 
Coombs, Salem, OR. 

I totally concur on M. Evan Brooks’ 
excellent review of Strike Fleet, espe- 
cially the "Minuses" and the "Might- 


Have-Beens". — R.F. Williams, En- 
dicott, MY. 

Miscellaneous Comments 

I still think Rogue is a wonderful 
game. I am sad that Epyx is no 
longer selling it. — Steve Hartman, 
San Jose, CA. 

Panzer Strike illustrates that 
Grigsby has made another quantum 
leap in tactical design. Wonderful. — 
Greg McCarty, Woodbury, MN 

The CGW Hall of Fame is a good 
idea. I’m glad M.CJ.L.E. made the 
grade. — J. Kelso, Kelso, WA. 

Retire Seven Cities of Gold to the 
Hall of Fame — D; Bunten, Little 
Rock, AR (just kidding Dan, actually 
the card was signed, Walter Mulder, 
G.S. Air Force Academy, CO). 

1 give Microprose game high 
markes because they have excellent 
graphics, documentation, and replay 
value. — R.L Talbert, Highland, CA. 



ADVENTURERS ! 


Tired of inferior parsers and games liiat you solve in a day? 
Wrolling Wrist presents tlie ultimate adventure game challenge... 

MINDSEND 
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A text adventure with the size, scope, and interactivity of any available, 
at an affordable price. Please include name and address witJi orders. 

For IBM PC'S and compatibles. 320K Required. 

$29.95 No credit card orders please. 

Order today! Soon available for 256K computers. 
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Wrolling Wrist Prod. 

94 Oakview Terrace 
Short Hills, N.J. 07078 
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After years of foreign wars and inept leaciership. 
twenty states attempt SECESSION in this newest 
Play -By-Mail game from the PBM leader, Came 
Systems inc. As the GOVERNOR of the state of yoiir 
' choice, you must order the recruitment and 
placement of troo[)s, allocate expcmditurc-s for 
training industrial exf)ansion and sc lentitic researc h, 
and still tr\' to keep your fiopulace ha|)p\l VN'ith 
GSI's NEW " Phase” systc‘m, plascrs c an give from 
SO to 100 orders per turn and rc'ceive combat 
results on MULTIPLE BATTLES [H'r turn! Add this to 
^(jSI's re[)utatlon for accurate results and promjit 
- turnaround limes and you have the* BISl I’BM 
GAME EVERlll A SI 5.00 registration fee includes 
rules. .1-color map and 2 FREE turns. Thereafter, 
turns are S4 75 eac h, NO HIDDEN COSTS EVE R! 
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S ummer is creeping up on us 
and Fred is already counting 
the days until the great An- 
nual Grue Convention in August (to 
be held, as always, in the Dark 
Room of Colossal Cave). So don’t 
worry if he seems a little absent- 
minded; he still remembers your 
favorite and will pour it out just as 
soon as you get settled in your chair 
(right, Fred? Fred?? 

FRED!!!). Sigh. Anyway, 
let’s move on to talking 
about this month’s sub- 
ject . . . me. 

Of all the non-game 
questions that turn up 
in my mail, the most- 
asked is usually along 
the lines of "Gee Scorp, 
how do you finish all 
those games so fast 
(without hint books, 
too?!)?". 

Well, 1 hate to give 
away all my secrets 
(grin), but the answer is 
time and experience. 

Playing games is what 1 
do for a (somewhat 
precarious) living; while 
most people are out 
slaving away in the real 
world. I’m sweating over 
a computer monitor, 
trying to finish a game 
before deadline time 
rolls around. 

That usually allows for 
a lot of hours, although 
sometimes game com- 
panies make my life har- 
der by releasing titles a 
couple of weeks before 
the next issue’s dead- 
line. In the case of CGW, "next 
issue" really means two months 
from now. For instance, I’m writing 
this on a cold March evening, but 
you won’t read it until May. 

Still, time alone isn’t enough. This 
is where experience comes in. I’ve 
been playing computer games now 
for over seven years (ouch! that long 
already?), and you accumulate a lot 
of know-how over such a long 
stretch. Most of that know-how real- 
ly can’t be put into words; it’s the ex- 
perience of hundreds of hours of 


game-playing that gets tucked (or 
stuffed) into the brain. After awhile, 
certain things just come automatical- 
ly, because you’ve been through 
them so many times before. 

Of course, 1 haven’t always been 
the omniscient (heh!) Scorpia. There 
was a time in the dim, dark past 
when 1, too, was a novice (yes, real- 


ly, believe it!), chortling gleefully over 
my very first computer, an Apple 11 -I- 
with 48K of memory. 

Those were the days when most 
computer games came in ziplock 
bags with hastily-printed or Xeroxed 
documentation, which consisted 
mostly of single-page instructions 
for boot-up and saving, and little 
more. "Gser-friendly" hadn’t quite 
reached the game market yet. 

With the market still so new, it 
wasn’t always easy to distinguish 
good games from bad, or hard ones 


from easy. Not many computers 
were in use yet, and word of mouth 
recommendations tended to be few. 

1 only knew one person who had an 
Apple and 1 didn’t subscribe to any 
magazines yet. 

So 1 walked into the computer 
store one day, looked over the offer- 
ings, and made some purchases. 

Naturally, you’re all 
wondering what 1 
bought on this historic 
occasion. Well, not 
knowing any better (and 
having never played a 
computer adventure 
before), 1 snapped up 
Zork, Original Adven- 
ture (Colossal Cave), 
Wizard and the Prin- 
cess, and Pyramid of 
Doom. 1 don’t think 1 
could have picked four 
harder ones to start with 
if I’d tried. 

But 1 was happy (when 
1 wasn’t yelling, scream- 
ing, and cursing at the 
screen in frustration), 
and 1 was certainly 
hooked. Adventure 
games were such neat 
things! Even though it 
was quite a struggle to 
get through those first 
adventures (no hint 
books in those days; no 
handy BBS to dial into, 
as 1 didn’t have a 
modem yet), and it took 
me a long time, 1 
wanted more. Let’s face 
it, adventure gamers are 
gluttons for punishment 
(grin). 

After that, there was no stopping 
me; having learned from the lumps 1 
took in those first games (and you 
can raise quite a few lumps from 
banging your head against the wall), 
my adventure sense gradually 
developed as 1 played more and 
more games, both adventure and 
role-playing (ok. I’ll admit that 1 also 
have a certain aptitude for this sort 
of thing; that probably helps, too). 

Of course, that doesn’t mean 1 can 
simply whip through any old game 
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in an afternoon; unless it's a really 
easy one, it could take me anywhere 
from a few days to a couple of 
weeks or more to finish (besides, 1 
don’t have the luxury of taking my 
time with a game; there’s always that 
deadline lurking up ahead). 

Except for the most difficult of In- 
focoms, the ones that usually take 
longest to complete are the role-play- 
ing games, mainly because of all the 
time needed to raise characters up 
in level; puzzles in games of this 
type are usually weak and don’t 
often give me much trouble. 

One habit 1 developed back then, 
and which I’ve kept up to the 
present day, is to always read the 
documentation thoroughly before 
booting the disk. No matter how 
long or short the manual may be. 

I’ve read it at least twice before start- 
ing play, and I keep it handy after- 
wards; it saves me a lot of time and 
trouble later on. 

Mapping, however, was a habit I 
had a hard time getting into, espe- 
cially when dealing with mazes. I ab- 
solutely hated the ones in Zork and 
Original Adventure, and to this day I 
still look upon mazes with suspicion 
and dislike. This feeling did not help 
when I started getting into the 
CRPG’s and their dungeons. 

Wizardry, for instance. 1 mapped out 
part of the First level, and then gave 
it up. The only level I mapped entire- 
ly was three, and only because of 
those obnoxious pits all over the 
place. It was the same way with the 
next two in the series; I made my 
way through the levels pretty much 
on visual memory alone. Only 
Wizardry IV was completely mapped 
out to the last detail. 

But the times they were a-changin’. 
In 1983, 1 began writing for CGW, 
and game playing turned from 
being an amusement (or torture) to 
a job (or torture). No longer could I 
afford the luxury of blithely ignoring 
maps; if someone wrote four 
months later with a question, I had 
better be able to answer it (by that 
time, visual memory would have 
faded considerably). 

So 1 buckled down and really 
mapped (well, most of the time). It is 


still the most tedious part of any 
game, particularly in dungeons. Go 
a step, draw a line, fight the 
monsters, go a step, draw a line, 
fight the monsters . . . well, you’ve 
been there, too and you know what 
it’s like. Sometimes 1 really can’t 
blame people who buy hintbooks 
with maps in them; it takes a lot of 
patience to do mapping. 

Still, I’ve done it enough now that 
it’s no longer so much hard as just 
boring, and rather automatic. With 
practice, you can almost keep one 
eye on the screen and one on the 
graph paper, fighting monsters and 
mapping at the same time without 
hardly skipping a beat. 

So that’s what it all comes down 
to, folks: reading the docs, an eye 
for detail, patience (LOTS of 
patience), and playing games, 
games, games, to accumulate that 
reservoir of experience that changes 
you from a novice to a seasoned ad- 
venturer. An aptitude for gaming 
helps, of course; most people who 
don’t enjoy these types of games 
usually stop playing pretty quickly. It 
has nothing to do with a game 
being hard or easy, just that it’s not 
for them. That still leaves quite a few 
adventure players out there (grin). 

In a way. I’ve been very fortunate: 
my work is not only something I’m 
good at, but enjoy doing as well 
(most of the time!), and is also some- 
thing that allows me to share what I 
know with others, which gives me 
great satisfaction. Not many people 
can say that about their jobs. 

Well, I see we still have a little bit of 
space left, so let’s take a peek into 
the mailbag for a few quick ques- 
tions. 

Bard’s Tale I (an enlightening liq- 
uor for a minstrel’s magical laryn- 
gitis):Although I mentioned some- 
thing about this in Computer Game 
Forum #2, a lot of people missed it 
(judging by the number of times this 
query has shown up in my box). 
When giving a multiple-word answer 
to a magic mouth, simply enter one 
word at a time. As long as you keep 
entering the correct words, the 
program will prompt you for the next 
one. 


Beyond 2^rk (a helmet full of 
homemade hints to keep adven- 
turers out of the hash): A lot of folks 
are having a hard time getting that 
helmet (not surprising, as this is the 
hardest puzzle in the game). The 
horse can’t be moved from the 
trench and there’s no way to get 
into it yourself. Ergo, there is no way 
to obtain the helmet at this spot. 
However, this isn’t the only place on 
the timeline; you might be able to 
think of another area where the hel- 
met might be found, if only you had 
some way of knowing its exact loca- 
tion. A friend can be helpful here. 

Return of Werdna (a bewitching 
brew to battle boredom): Some 
people have been searching 
desperately for all the witch items 
before going up into the cube. 

That’s not going to work out. You’ll 
have to make your way entirely 
through the cosmic cube before 
you’ll have everything you need 
(figuring out how to get back to the 
witch, tho, is something I’ll leave to 
you). 

Ultima IV (a salubrious salad of 
sacrificial solutions): It’s interesting 
how many players are having difficul- 
ty in obtaining Avatarhood in the vir- 
tue of Sacrifice. Giving away gold to 
beggars does not help you very 
much in this case. Donating blood, 
however, will certainly help. 

Sacrifice, after all, means giving of 
oneself, not one’s possessions (at 
least as far as the game is con- 
cerned). 

That seems to be about it for now; 
remember if you need help with an 
adventure game, you can reach me 
in the following ways: 

On Delphi: Stop in at the GameSlG 
(under the Groups and Clubs 
menu). On GEnie: Visit the Games 
RoundTable (type Scorpia to reach 
the Games RT) On The Source: 

Send SMail to ST1030. By GS Mail 
(once again, if you live in the United 
States, you MUST enclose a self-ad- 
dressed, STAMPED envelope if you 
want a reply!): Scorpia, PO Box 338, 
Gracie Station, NY NY 10028. 

Until next time, happy adventuring! 
Copyright 1 988 by Scorpia, all 
rights reserved. 
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THE DOCTOR 
IS IN: 


AN APPOINTMENT WITH TERROR 
IN ACTIVISION^S MANIAC 
MANSION 

by Charles Ardai 


T he crickets chirp, the stars twinkle, night falls, 
a meteor with thoughts of global domination 
plummets to Earth, and suburbia goes on 
sleeping. Dr. Fred and Nurse Edna are the first to 
find the meteor — or does it find them? No matter. 
They’re under its power now. 


Shop of Horrors back through Young 
Frankenstein to Abbott and Costello meet Dr. 
Jekyll and Mr, Hyde. Yet, for all its value as an 
homage, the game stands strongly on its own 
merits. 

The comic frenzy is ignited when a key left under 
a doormat allows Dave and his friends entrance to 
the mansion. From there, the pace rarely falters. 

It’s not seat-of-the-pants action, but the story un- 
folds briskly with few awkward moments. There are 
always a handful of doors still to be tried and new 
sections of the house to be charted. The puzzles 
range from the obvious to the moderately challeng- 
ing, their purpose here being merely to enhance, 
rather than to obstruct, one’s passage through the 
story. CJnlike many works of interactive fiction. 
Maniac Mansion spins a coherent and interesting 
tale without frustrating the player. The game is so 
successful, in fact, at sucking players into its seam- 
less surreality that it quickly converts those who 
didn’t bat an eyelash when facing Werdna in mor- 
tal combat into nebbishy Qhostbusters-in-training 
who look over their shoulders as they tiptoe past 
Chuck the Plant. 



TiUe: 

Maniac Mansion 

Systems: 

Apple 11, C*64 

# Pfayers: 

1 

Price: 

$34.95 

Designer: 

Lucasfilm Games 

Publisher: 

Activision 

Mountain View, CA 


So it begins, this newest opus 
from the fecund and only slight- 
ly twisted minds at Lucasfilm 
Games. Maniac Meinsion is a 
blend of new techniques, old- 
style gags and enough campy 
lunacy to fill a season of Bat- 
man re-runs. Will Dave save 
Sandy from the Purple Ten- 
tacle? Will Bernard confront Dr. 
Fred’s son. Weird Ed? Will Razor get out alive in 
time for her next gig with ’Razor and the 
Scumettes’? Will the nuclear reactor in the base- 
ment explode before the Meteor Police arrive? Do 
you seriously have any doubts? Just tune in tomor- 
row, same Bat-time, same Bat-channel. 


TWENTY YEARS 
LATER . . . 


The crickets chirp, the stars 
twinkle, night falls, and a gal- 
lant teen trio sets out to rescue 
one of their own from the 
clutches of the nefarious doc- 
tor. Why was Sandy kid- 
napped? Who knows? All that 
is certain is that Dave isn’t 
going to let some slimy 
monster devour his girl! 


What’s going on here? All in good time, my 
friends. First, a word from our sponsor. Maniac 
Mansion is a worthy addition to the Activision 
catalogue. Composed in the best comic horror 
tradition, it is as much a loving tribute to an all-but 
lost genre as George Lucas’ Star Wars and 
Raiders of the Lx>st Ark were. 

Fans will have fun spotting in-jokes, like the Star 
Wars poster tacked up in the game room, and 
catching references to all the classics, from Little 


Laughing Gasps 

Best of all. Maniac Mansion not only masterfully 
navigates the pitfalls associated with adventure 
games, but also strikes the necessary and 
precarious balance between laughs and suspense 
that so many comic horror films and novels lack. It 
is not enough to be silly or to exaggerate the hor- 
rific side of things; there must be a synthesis of 
both, gasps following close on the heels of chuck- 
les, as it were. 

Lucasfilm achieves this atmosphere through 
meticulous plotting and the insertion, from time to 
time, of ’cut scenes,’ short animated sequences 
that tell players what’s going on elsewhere. One 
starts as soon as the players enter the house; in 
Fred’s lab, the snaggle-toothed mad scientist tells 
bikini-clad Sandy of his plans to have his new in- 
vention suck her brains out. "Help!" Sandy wails. 
"Heh, heh, heh," says Fred. 

Some of the sequences are so well executed that 
the player really gets the feeling of being part of 
the story and of dealing with an intelligent 
program. For instance, the first door on the left 
leads to the kitchen and a surprise: one of the 
maniacs in the mansion has left his chainsaw 
mixed in with the carving knives. 

The absurdity of stumbling onto a bloody chain- 
saw hanging on Fred’s cutlery rack is balanced by 
the equally absurd, if predictable, punchline: the 
trail of blood leads up to the refrigerator and some 
broken ketchup bottles. Then, as the gag begins 
to wear thin and the chainsaw fails to attack, the 
game cuts to a scene of Weird Ed muttering to 
himself that he’s hungry — and if you’re the typical 
packrat, grab-anything-that’s-not-nailed-down ad- 
venturer, you’ll have just raided the fridge of every- 
thing edible. 

Ed heads downstairs at a double clip while you 
try to decide whether you have time to put the 
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food back. If you run, you may well bump into a 
dead end — or into a Green Tentacle who wants to 
be a rock star, but who, more than that, wants to 
eat you. Did you pick up the box of Tentacle 
Chow along the way? The record featuring tentacie 
mating calls? No? Well, you still have two charac- 
ters left . . . 

Actually, no one dies in Maniac Mansion; getting 
caught just means incarceration in a stone cham- 
ber that sports a sign marked "Seckrit Lab -." 

None of the scary scenes are really out to give you 
a coronary, either. Whether this is a 

blessing or a curse depends on your tastes. If 
you want straightforward chills, Infocom’s The 
Lurking Horror may be more your speed. Maniac 
Mansion has more in common, both in tone and 
gameplay, with the old Broderbund release. The 
Ccistles of Dr. Creep. Were Maniac Mansion’s 
adept storyline pitted against Dr. Creep’s multi- 
screen puzzles, however, the former would win 
hands down as the more well-rounded entertain- 
ment — in all areas except music, but more on that 
in a minute. 

In Maniac Mansion, Lucasfiim introduces a new 
game mechanic. The top of the screen holds a 
graphic of the environment, the bottom a menu of 
available commands and a scrolling inventory. By 
positioning a crosshair over a command, an on- 
screen object or a character, you access a com- 
mand iine. The computer makes grammaticai sen- 
tences out of your joysticking and a click of ap- 
proval sets your words into action. What could be 
simpler? 

Once an action is initiated, you can either watch 
one of your three on-screen surrogates carry it 
out, or you can abort it by substituting another 
command. Should your characters split up, you 
can switch from one’s viewpoint to another’s via 
the ’New Kid’ command. This, theoretically, makes 
it difficult to fall into tedious no-win situations; 
even if one character gets stuck, there are always 
two others to help out, or to explore different 
areas. Of course, I ended my first game with Dave 
and Syd left to rot in the dungeon and Wendy lock- 
ed out of the mansion, but I have a talent for get- 
ting into scrapes like that. For the most part. 

Maniac Mansion runs smoothly, seemingly having 
been based on the same principle of ‘interactivity 
without the pain’ that went into Infocomics. 

Let Go My Lego! 

The graphics are serviceable, sometimes better, 
sometimes worse. The villains look great (Weird Ed 
is a dead ringer for every anarchist Buster Keaton 
ever tangled with), and the rooms are all distinct 
and interestingly furnished, but our heroes — the 
player picks three out of a group of seven chums — 
look like Lego people with Charlie Chaplin walks. 
Forgivable? Yes, especially considering the quality 
of the gameplay and the story — but Defender of 
the Crown spoiled me too much to accept with 
quiet grace a bikini-clad damsel who suffers from 
the jaggies. 

A few nagging, technicai shortcomings also 


detract from the game’s impact. There should be a 
way to move all three characters at once, so that 
you wouldn’t have to ferry them around one at a 
time. This would be especially helpful in the open- 
ing, when you have to drag each character to the 
mansion. 

Also, for some reason characters occasionally 
take unnecessarily long detours to get from one 
place to another (they keep walking all the way 
around the piano, for instance, and behind the fur- 
nace), which is usually Just irritating, but which can 
be disastrous when a character is being chased. 
Then there’s the issue of the vocabulary, which is 
adequate only because ’GSE’ can mean anything. 
There were times when I would have killed for 
more commands, not to mention for the option of 
typing in the name of an object rather than trying 
to position the over-sensitive crosshair accurately. 

Worst of all, barring an uninspired, standard-fare 
cacophony at the start of the title sequence, the 
game has virtually no music. A few sound effects, 
yes, like the crickets and the sounds of water in 
the faucets, static on the radio and the ticking of 
Fred’s grandfather clock, but that’s not music — 
and even the sound effects are few and far be- 
tween. Why couldn’t Lucasfiim have gotten John 
Williams to write a theme? I would even have set- 
tled for the Liszt used in Dr. Creep. 



On the other hand. Maniac Mansion does have 
its share of good points. The documentation is 
entertaining and the size of the mansion alone 
guarantees that you won’t soon run out of things 
to see. When the characters speak, their lips move. 
The movements are not synchronized but, heck, 
Lucasfiim can keep that effect on file in case they 
ever write a tribute to kung-fu films. The charac- 
ters all have unique personalities and skills which 
come into play during the game, and each pos- 
sible team has different puzzles to solve — only if 
your team includes budding novelist Wendy, for in- 
stance, will the typewriter two flights up come in 
handy. TTie fact that events proceed in realtime is 
also nice, as is the internal consistency: when Ed 
moves from one room to another, it takes him as 
long as it would you and he has to open all the ap- 
propriate doors on the way. 


TTie best point of all, of course, is the top-notch 
scripting and programming. The story betrays a 
genuine affection for the genre that comes 
through in every encounter and, my gripes aside, 
the interface is one of the most comfortable ever 
devised. 


Veni, Vidi, Verdict 

TTie verdict, then, is thumbs up, with very few 
reservations. Maniac Mansion is a clever and im- 
aginative game. It is also a successful stylistic ex- 
periment. A little toning up wili, no doubt, make 
the format a popular and long-lived one. 

Maniac Mansion should have a enviable future. 
We need more like this one. Are you iistening, 
Lucasfiim? 
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You must plan several moves ahead in order suc- 
cessfully complete each level. The game comes 
with 50 progressively more difficult levels. When 
you complete a level, your score takes into con- 
sideration the number of times you pushed each 
crate and the time taken to move them all to the 
storage locations. TTie top three scores are saved 
to a "vanity board." At higher levels, there is less 
margin for any wrong moves. You must plan your 
every move. 

TTie game is very flexible and will let you begin at 
any level. If you have hopelessly trapped yourself 
or have no chance for successfully completing a 
level, you can press a key to begin that level again. 
The game also comes with a construction option 
that will let you build your own screens. 

There is a tournament option that will let up to 
four players challenge the time to complete one or 
more levels. The first player to complete the level 
sets the time for the others to beat. You can even 
set a time limit for each level, which does make 
things even harder. 

The opening game screens are quite nice on the 
C64, but somewhat less spectacular for the game 
action screens. These latter screens look better on 
a monochrome IBM compatible. However the 
game is still very playable and very addictive. Show 
this game to anyone. Then let them sit down and 
try it. You will have a distracted visitor for as long 
as they have time. Some stay even longer. 

Verdict: The game is pure and simple, very play- 
able and mentally challenging. 


S pectrum HoloByte has imported several new 
games for the GS market. Two of these are 
somewhat similar to non-computer shape 
puzzles, but totally new from anything currently on 
a computer. These games are 
very simple in concept and 
play, but also addictively chal- 
lenging. 


Samurai 

Warehouseman 


So/co Ban comes from Japan. 
It is similar to the classic 1 5-puz- 
zle where you have a square 4 
by 4 frame with fifteen square 
tiles in it. Your object being to 
move the tiles about into a 
fixed final pattern. This game 
takes its start from this idea, 
but carries it quite a bit farther. 


Each game screen shows an 
overhead view of a warehouse 
floor plan 


From Russia With Love 


TTIIE; 

Soko Ban 

SYSTEMS: 

064/128, IBM 

# PLAYERS: 

1-4 

DESIGNER: 

ASCII Corporation 

PU8USHER: 

Spectrum HoloByte 
Alameda, CA 


with several 
walls and 
rooms. 

Scattered 
about the 
area are 
several 
square 

crates. One area of 
the floor plan is 
marked with 
squares to identify 
where all the crates 
should be stored. You are represented 
on the floor plan as a small figure (a "soko ban," 
Japanese for "warehouseman"). 


uS nouesi 


pushes ; QQ 


Tetris comes from Russia. 
The concept was invented by 
a 30-year-old Soviet re- 
searcher and programmed by 
an 1 8-year-old Moscow stu- 
dent. Brought to the GS, the 
concept was reprogrammed 
for MS-DOS and also ported 
to the C64. Like Soko-Ban, 
Tetris is simple in concept, 
simple to play, and a unique 
design. It is similar to the 
shape puzzles where you have 
a frame and several pieces of 
varied patterns created using squares. Your object 
being to fit all the pieces back into the frame once 
they have been removed and shuffled. 


PUZZLING 

ENCOUNTERS 

Two Titles from Spectrum 
HoloByte* s International Series 

by Roy Wagner 


These Games Are Very 
Simple In Concept 
And Play, But Also 
Addictively Challenging 


Your object is to move the 
crates to their storage location. 
However, you are only able to 
push the crates. Walls, door- 
ways, and other crates makes 
this process challenging. It is 
quite easy to push a crate into 
a position where it is trapped. 
For this situation, the game will 
I let you go back one position, 
but only if you do it before making any other 
moves. 


The game begins, on the C-64, with a "vanity 
board" of the top fifteen scores. On the IBM ver- 
sion, one views the outline of the G.S.S.R. when 
choosing speed and levels. Either way, you initially 
pick from ten speed levels which act as a scoring 
factor (the higher speed level, the higher points 
scored). You can also select to have music or 
sound effects during play. 

The play screen shows an empty rectangular 
frame, 1 0 squares by 20 squares. The rectangle is 
on a background graphic screen. There is only 
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one graphic for the C64 version, but one for each 
level with the MS-tXDS version. There are six pos- 
sible shapes made by using four squares in various 
combinations. 

Randomly, one of these shapes will appear at the 
top of the frame and begin to descend. You are 
able to move the shape left or right and to rotate 
the shape in 90 degree increments as it moves 
downward. Your object is to 
position the shapes at the bot- 
tom of the frame to fit 
together with no gaps be- 
tween shapes. For each solid 
layer of shapes you complete, 
the stack of shapes disap- 
pears below the frame. You 
must prevent the stack of 
shapes from reaching the top 
of the screen where it will end 
play. 

You score for the number of 
layers you complete and 
receive more points for doing 
it at speed levels where the 
shapes are descending at a faster pace. As you 
complete a certain number of lines, the speed 
level is increased. Once you have positioned a 
shape for piacement, you can send it to the bot- 
tom of the frame for higher points. 


Screen Shot From Tetris 


The play screen shows your current 
points and the next shape to appiear. 

This can help you plan your moves. 

After a little play it is rather easy to 
quickly rotate and position each piece 
and drop it into place. Your challenge 
then becomes the ever increasing 
speed level. 

It is disappointing 
to note that the 
very nice graphic 
image screens 
from the IBM ver- 
sion were not in- 
cluded with the 
C64 version. Other 
minor options were 
also left out of the 
C64 version. The 
two graphic 
screens for the C64 
version, though in 
monochrome, are 
nice and the missing fea- 
tures do not distract from the basic game. 


Verdict: Tetris is deceptively simple and in- 
sidiously addictive. It is certainly worthwhile. 


TITLE: 

Tetris 

SYSTEMS: 

C-6-4/128, IBM 

# PLAYERS: 

Solitaire 

PRICE: 

$34.95 (IBM) 

$24.95 iC-64/128) 

DESIGNER: 

Alext Paszitnov 

PUBLISHER: 

Spectirrm HoloByte 



Now you can live the most powerful legend of them 
all. Introducing HYBORIAN WAR.™ a Play-By-Mail 
game where you control the destiny of the Hy borian 
Age of Conan. Aquilonia with her Black Dragon 
knights, slumbering Stygia gathering her wizards, 
the fantastically helmed armies of Kambuija in the 
east Any one of these kingdoms is yours to rule, or 
choose from over thirty others — unique and 
authentically recreated from the Conan series. 

The absolute gripping power of this world can be 
yours. Send forth your lords and generals to lead 
the armies of invasion Send forth your heroes to 
adventure, your spys to kidnap nobles, steal 
secrets, and assassinate your enemies! Decree the 
policies of your land, giving your subjects good 
government or bad. Call upon your priests to speak 
the wisdom of prophecy and council Command 
the sorcerous incantations of wizards. Indeed, the 
tide of war may turn upon their arcane magics 
Rule and conquer! It is an age of empire and the 
jeweled thrones of the earth await you. 


writeusforourfree.no 

OBLIGATION SET-UP & RULES 


Reality Simulations Inc. 

P.O. Box 22400, Tempe, AZ 85282 
(602) 967-7979 

Turn fees are $5, $7, or $9/turn depending on 
the size of the country you choose to play. 


ASK US ABOUT OUR OUELMASTERS™ GAME ALSO! 


Circle Reader Service #30 


1985 by Conan Properties. Inc All rights reserved Trademarks of 
Conan f^operlies. Inc 










Page 44 Computer Gaming World 


Origins Awards 1987 


Printed below is the ballot for the 1 987 
Origins Awards. Sponsored by the 
Academy of Adventure Gaming Arts and 
Design, the awards will be selected this 
year by you, the gamers. Gnfortunately 
the Academy will charge you $2.00 to 
vote (postage and handling). Categories 
1 5 through 1 8 should be of direct interest 


to CGW readers. Note that "Adventure 
Gaming" refers here to whole spectrum of 
gaming, not just role-playing games. 

We encourage your participation but 
realize there may be some resistance to 
the $2.00 "poll tax". So here is the deal. 
Send in for the ballot. Photocopy your 
completed ballot, return the original ballot 


to the Academy and send the copy to us 
(CGW, PO Box 4566, Anaheim, CA 
92803). We will extend your CGW sub- 
scription by one issue for participating in 
the poll. Non-CGW subscribers can get 
$2.00 off a CGW subscription by sending 
the copy of their ballot with a subscription 
order. 

It is not necessary to vote for CGW as 
"Best Professional Adventure Game 
Magazine" in order to receive the credit. 
However, we would be pleased to have 
your vote. 


yinalf^tpininationsfor the 

Origins Sewards 1987 

(Presented 6y the iUadetty of ^venture Qammg Sins and 0esign 


1. Bhi HI«torlc«l FIgura Seriaa, 1987 

Ameiican Civil War, ISrwn. Stone Mountain Miniatures 
American Plaint tine. Rafm 

Shogim Hard Gu/s: *^0 New Samurai, Ral Partiha Entet|>fises 

2. Beel Fanlaty or Science Fiction Figure S^rlet, tS87 

BattlaTech Mech Warriors. Rai Panha Enterprises 
Dungeons itftd Orsons. Citadel Miniatures 
Groo ^ Wandm^er, Oa^ Horse Miniatitfes 
Julie Guthrie's Fimtasy Line, Grenadier Models 
Renegade legion Infierceptor line, FASA 

3. Best Viliieulsr or AccMsory Series, 1367 

BaMeTech Mech. Ral Partha Ento^tes 
Civil War Artillery, RAFM 

Hovels and BuMdrtgs, 15 & 2Smin. Stone Moimtain ftfiniatt^es 
MacMneries of Destnicdon. Citadel Mkiiatwes 
Star Trek Miniattres. FASA Con> 

4. Best Mlnistures Rules, 1367 

Chaos Wars, Rules acoordktg to Ral for Fantasy Battles, Rai 
Partha Enterprises 

Harpoon, Game Desi^ers* Workshop 
Warhammer 40,000, Games Workstop 

5. Best Roie-Pisylng Rules. 1367 

Mega Travelier, Game Cfosign^t Workshop 
Paranoia 2rKi Editon, West End Games, Inc 
Star Wars. West End Games, inc 
Teenagers From Outer ^taca. R Tirisc^lan Gsn^ 

Top Secret SJ.. TSR, inc 

6. Best Role-Playing Adventure, 1987 

aood ol tie Yal^za. i^&D. TSR. Inc 

Fufore in Flames Series. Marvel Super Heroes. l^R, inc 

Ochimo, die Spirit Warrior. TSR Inc 

Scared Stitis. Ohosfousters. West End Games, iric 

Tournament of Oeams. PerKiragon. Chaosium, inc 

Who Watches foe Wal^unert? Mayfair Games. Inc 

7. Best Rote-Piaying Supplemrmt, 1987 

GURPS Horror. OURPS. Steve Jackt^ GaiiM»s 
Manual of the fNanes. AD&D, TSR. Inc 
Miskabaruc Urtiversih*’ Kit. Ci^l of Cfoi^u, Chaosiian Ino 
Star Wars Sourcebook. Star Wars, West EtkI Games, inc 
The Forgotten Re^ms, AD&D. TSR. Inc 
6. Best Grsphie Presentation of a RolO'Playlng Game, Adven- 
ture or Supplement, 1967 
The Gazetteer Series. AD&D. '^R, inc 
Miskatonic University Kii C^l of Cthi^u. Chaosiim inc 
The Forgotten Realms, AD&D, TSR. inc 
Star Wars. West End Gwnes. inc 
Star Wars Sourcebook, Star Wars. Wdst End Ganes. foe 

9. Best Pre-20lh Century Boardgame, 1967 

Blood Royale. Games Workshop 
Brittania, The Avalon HiH Game Compaq 
D' Espancd-Talawra, Clash Arms Gamas 
La Granda Armee. SPI/TSR. foe 
Shogun. MSton BraXey Company 

10. Best Boardgame Covering the Period 19CKI-1946 for 1987 

Battle for Moscow. Game D«s}^%ef*s Wortohop 
Moscow 1941. SPt/TSR, Inc 
Onslaught. SPI/TSR. foe 


Sidled Eafo. Game Des^ner's Workshc^ 

Patton’s ^st. The Avatem HHI Game Company 

11. Best Boardgame Cowing the Period 1947-modern day for 

1987 

Air Superiority, Game Designer's Woikshop 
Central America. Victory Games. Ir)c 
Rre Team, West End Games 
Seventh Fleel Victory Games, inc 
Tean Yankee, Game Designers' Woikshop 

12. Best Fantasy or Science Fiction Boardgame, 1987 

/Vkham Horror, Chaosium, Inc 
Gammarauders. TSR. Inc 

Isaac Asimov Presents Star Traders, Steve Jackson Games 
Renegade U^on, fotercefdor, FASA Corp 
Star Warriors. West End Games, foe 
IX Beat Graphic Preaentatlon of a Boardgame, 1967 
Chase. TSR, Inc 
Garnmarmiders. TSR. inc 
Onslaught, SPl/fSR, Inc 
ShcHSwi, Milton Bradley C<Niipany 
Sw Warriors. West End Games, inc 

14. Beat Ray-By4fteii Game, 1987 

Al^naze, Pegasus Producitor^s 
Hereto Fantasy, Flying Buffeto. Inc 
Nuclear Desduction. Ffying Buffalo. Inc 
World YfkSa Battle Plan, Fiying Buffalo, foe 

15. Beat Fantasy or Science Fiction Computer Game, 1967 

Efomal Dagger. Strat^lc Simulations, Ino 
Plumtasie III. Stralegie Simulations, Inc 
Pirates. MicroProse, foe 
Reistims of Darkness. Strategic ^Ltiations, Inc 

16. Best Military or Strategy Computer Game, 1987 

Airborne Ri^er, MteroProse, Inc 

Panzer Sfokef, Sdategic Simulations, Inc 

Projeci: Stealth Fighter. MicroProse, Inc 

Shtoh: Grant's Trial in the West. Strategic Emulations. Inc 

Sons of Liberty. Strategic Emulations. Inc 

17. Beat Screen Graphics In a Home Computer Game, 1987 

Mrb^ne Ranger. MiomProse, Inc 

Pirates, MicroProse, foe 

Projetd: Steaifo Fighter. MicroProse. Inc 

18. Beat F^ofeaalonaf Adventure Gaming Magazine, 1987 

Autoduel Quart^, Steve Jackson Games 
Computer Gaming World, Russell Sfoe 
Dungeon, TSR. Inc 
Fire & Movement, DTI, Inc 
Qatevmys, Gaieties Publications. Inc 
Strategy & Tactics, World Wide Wargames 
White Dwarf, Games Workshop 

19. Beat Amateur Adventure Gaming Magazine, 1987 

Afamms & Exoiraions, Lee Cfoid 
Polyhodroo, TSR, Inc 
Vc^nteers 
\Mld Hunt 


postage and haneWng. A firtal ballot will be mailed to you. 

DeacBfoe tor return oi foe ballot h July 15. 1988. The Ori^ns 
Awards wB be presented at Origins-GenCon in MKvaukee. Wl, 
AuguM 18-21, 1988. Members of the Academy of Adventore 
Gaming Arts aid Oesi$pi will receive a final ballot in foe mail. If you 
have any questions coitoemfog foe ballot or foe Academy, please 
write: Awards. PO Box 2712, Fairfax. VA 22031 


TheM are foe final nominees for the Origins Awarefo for 1987. 'Rie 
awards are presented annuatiy for outstanding achievement in 
Adventure Oantog. Members the Academy ol Adventure Gaming 
Arts and Design nominate products for the awards. The most 
nominated products in each category appear on the final ballot The 
final ballot is open to the public. 

To obtain a final batiot, write: Origins *88, cfo TSR. foe.. P O Box 
756. Lake Geneva. Wl 53147. Please enclose $2.00 to cover 
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"Down To 
The Sea In 
Ships" 

by Roy Wagner 


W ith sound of seagulls and the tramp ship’s 
horn, a load of cargo is lowered to the 
dock signifying the arrival of cargo into 
another port of call. Tramp ships carry whatever 
cargo that might make a profit for the owner. 

About 20% of the world’s 
shipping is done by tramp 
ships. 

Ports of Call from Aegis 
attempts to bring a simula- 
tion of this life to the 
home computer. The 
simulation is based on ac- 
tual data from the 
maritime world. Real life 
factors have been greatly 
simplified to provide a very 
playable game. It is not 
necessary to graph all the 
parameters or make com- 
plex economic calculations 
to enjoy this game. It can 
be easily played by 
children eight or older. All 
players must play at the 
same degree of difficulty 
(Beginner, Expert, Genius). 
The only conspicuous dif- 
ference between these 
levels is the time allotted 
for "manually” entering or 
leaving port. 

One to four shipowners 
may participate. The game 
plays well in both solitaire 
and multi-player modes. 
You start off by registering 
the fleet owner’s name and a 
name for your shipping company. 
Then, you select a home port 
from a list of twenty-eight world 
wide ports. TTie home port 
selected will influence some of 
your background operating expen- 
ses. You are provided with a starting capital of $5 
million from which you must buy ships and pay for 
operating expenses. 

After all the players have provided the information 
above, a "World Simulation Display" (WSD) screen 
will appear. This screen shows a map of the world 


TITLE: 

Ports of Cal! 

SYSTEMS: 

Amiga 

PRICE: 

$49.95 

DESIGNER: 

Rolf-Dieter Klein and Martin Ulrich 

PUBUSHER: 

Aegis 


Los Angeles, CA 



with each ship’s location marked. A different 
colored marker is used for each company. On the 
map, a number of markers represent the wind 
strength (on the Beaufort scale). For the player, 
these wind markers only represent a randomized 
and unavoidable obstacle (wind effects your travel 
time). 

Several "gadgets" (buttons identified with icons 
and text) can be selected via the mouse. "Action" 
starts or stops the simulated passage of time. 
"Globe" lets each shipowner determine the global 
location, route, and ETA (Estimated Time of Ar- 
rival) for their ships. "Office" takes you to your of- 
fice to review and modify your financial transac- 
tions. "Broker" is used to buy and sell ships. 


In Port 

At the beginning of the simulation, each player 
must visit the "Broker" to buy at least one ship. 
This selection brings up a very nice graphic screen 
of an elevator lobby, followed by the elevator 
panel. The "Consulting Division" on the first floor 
is always closed, but does advise you of what is 
available on the other floors. TTie second floor is 
the "Sellers Market" where ships that have no 
mortgages may be sold. Floors three to five have 
"Low Cost", "Pre-owned," and "High-Tech" ships for 
sale, ranging in price from about $1 million to $60 
million dollars. Low cost ships must be paid for in 
full, while the higher priced ships have mortgages 
that require a deposit of 40 to 50 percent. A 
graphic rendition and detailed information is 
provided for each available ship. This includes the 
ship’s cargo and fuel capacity, engine horsepower, 
maximum velocity in knots and fuel usage, and 
cost per day in operating expenses. 

Also shown on the WSD screen is a small bar 
chart representing the relative assets (accumulated 
possessions) for each shipping company and an 
elapsed time indicator. As it changes with the pas- 
sage of time, ship and wind markers move about 
the world map. After awhile, one marker will blink 
indicating that some sp>ecific action must be taken 
for a ship. 

At the beginning and each time you enter a port, 
the "Captain’s Cabin" screen is displayed. Here you 
will see a view of the port from your porthole. On a 
chalkboard will be some factual information per- 
taining to the port. In another area, the status of 
your ship will be shown. This includes the money 
in your bank account, the condition of your ship, 
and the fuel in your bunker (tanks). From a clip- 
board you select various orders to perform. These 
include: repair, refuel, charter, lay up, and load. 

Selecting "Repair" brings up a screen that indi- 
cates the current percent of your ship in good 
shape, the cost per percent for repairs, and the 
tot^ maximum cost to fully repair your ship. 

"Refuel" brings up a screen showing a cut away 
view of a fuel bunker with markers at 25%, 50%, 
75% and 100% and your current fuel level. The 
price per ton of fuel, tons bought, and dollars 
spent are also displayed. 
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Selecting "Charter" brings up an option screen 
that displays a list of ports and cargoes. Clicking 
on a specific port and cargo will display the dis- 
tance, in nautical miles, to that port and the rate 
(dollar value) paid for shipping that cargo. After 
considering daily operating expenses, fuel costs 
over distcinces at various speeds, travel hazards, 
and potential new cargoes at your destination port, 
you must determine what you think would be the 
most profitable selection. The real success of the 
game is based on this strategy and the ships you 
have bought. 

If you cannot find an economically viable cargo, 
you can select "Lay Clp" which lets you specify the 
number of days (up to 99) that you wish to remain 
anchored in safe waters outside the port, waiting 
and hoping that the laws of supply and demand 
bring higher cargo rates. 

Some cargoes will specify a certain number of 
days in which the delivery must be made and a dol- 
lar penalty for every day that the cargo is late. 

These deliveries are usually quite difficult to make 
on time, but they can still be quite profitable due 
to the high rate being paid for the shipment. Pay 
close attention to the days and distance for these 
shipments. 


Casting Off 

Once your cargo has been loaded, you are ready 
to cast off to sea. At this point, somewhat of an "ar- 
cade" element enters the game. You can pay for a 
tug’s help ($2000 - $9000) or attempt to steer by 
hand. Sometimes, the tugs will be on strike and 
you will be forced to steer by hand so you had bet- 
ter put in some practice. The manual option 
brings up a very nice aerial view of the port. A 
mouse controlled navigation control panel is dis- 
played to provide forward or reverse acceleration 
and left or right rudder. A speed indicator shows 
your actual speed. On the aerial view, you will see 
your ship and where you must exit the port. 

Manual steering can be quite challenging at first, 
but becomes fairly easy wi^ some practice. The 
design is different for each port, though it never 
changes for a specific port. Some ports are very 
easy, some very difficult. This part of the game 
reminded me of a miniature golf course with it’s 
varying designs for each hole. If you hit the dock, 
you will end up having to pay for damage repairs 
and tug fees. 

Leaving port is usually far easier than entering 
port. A lot of programming and screen design 
work went into this segment of the game. Some of 
the easier ports are: Singapore, Buenos Aires, 

Lima, Monrovia, and Cap>e Hope. 

After leaving a harbor, a screen will display infor- 
mation on your destination, freight on board, dis- 
tance to travel, and time limits, if you have one. A 
variable display (slider) of speed will display the 
tons of fuel used and the days to reach your des- 
tination at each value of knots. If you plot this 
curve, you will find it to be somewhat optimum to 
select a speed a few knots down from maximum. 


This will take longer, but your fuel usage will be 
much less. So you must determine the tradeoffs of 
fuel consumption versus fixed operating expenses. 
Of course, if you have a time lirnit, it may be ad- 
visable to select the maximum speed possible. 


Out At Sea 

Once at sea, your challen- 
ges are just beginning. You 
must periodically "Stop Ac- 
tion" and click on "Office" to 
visit your office. You may not 
think you have a reason, but 
if you don’t, you will find that 
someone has dipped into the 
till and taken around 
$250,000. Other reasons to 
visit your office are to check 
on your income and expen- 
ses, possessions, view a nice 
graph of the value of your 
property, check your bank ac- 
counts, note ship details, view 
a ranking list of other players, raise or payoff a 
mortgage, obtain or repay credit, or change your 
home port (which costs a flat $1 million). Each of 
the four shipowners have a different office screen. 



The World Simulation Display 


Many random events occur while at sea and re- 
quire "hands on" control of your ship. Icebergs and 
reefs may be encountered and displayed as an 
aerial view. Your stopped ship will be shown with a 
safe exit point identified. You 
must power your ship 
through the danger. Take it 
slow and easy and you 
should make it. You might 
also be required to do a res- 
cue pickup. This is pretty 
tough to successfully ac- 
complish. 

Another instance requiring 
your manual control will be 
when radar spots another 
ship on a collision course 
with your own. Actually, the 
safest maneuver is to im- 
mediately put your ship into 
full reverse and try to steer 
clear. What seems to be a bug in the program will 
trigger a radar situation when you Eire in lay up. 
Since you are in the outer road of "safe" waters 
outside of port, this situation could actually occur, 
but it would be very unlikely that you could power 
up your engines in time to escape from such a 
situation. 



The Shipyard Display 


Other occurrences are: clearing rats from an 
agricultural shipment ($10,000), canal fees 
($70,000), and pirates (loss of entire cargo). A 
storm at sea will give you the option of sailing 
round or attempting to pass through at risk to 
damage to your ship. Before you leave p>ort, you 
might be asked to carry a corifidential cargo for 
$10,000, $50,000 or $100,000. If you do, your 
ship may be stopped for inspection and receive 
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subsequent penalties. In most instances, it does 
seem that "crime" pays. 

Bringing It Into Port 

This game has some excellent graphics done by 
R.E. LaBarre and Jim Sachs. 
Jim is one of the top Amiga 
graphic artists and previously 
did the artwork for Defender 
Of The Crown and Arazok's 
Tomb. The digitized sounds 
are excellent. The manual is 
well written, though it does 
not define all the shipping 
terms used in the game. The 
game play is certainly chal- 
lenging and it will take some 
very good decision making to 
be able to buy yourself a $60 
million super high-tech ship. 

The Captain’s Cabin Dispiay 

Bumping The Dock 

The requirement to periodically visit your office 



got to be a major interruption of game play, espe- 
cially when playing alone. I would have gladly paid 
someone to watch the office while I was busy sail- 
ing the seas. The periodic tug strikes which re- 
quired manual docking maneuvers can also get 
somewhat frustrating. Leaving port is fairly easy, 
but entering a docking berth can be very difficult. 

With only 51 2K, the program is very disk access 
intensive. It would even access the disk again if the 
same option was selected. With more memory, the 
various program segments remain in memory. 

Since a player is often controlling several ships, it 
would have been nice if the ship's name and cur- 
rent money in the bank were displayed on every 
screen requiring an economic decision, but it is 
not. 


Sailing Home 

Ports of Call provides plenty of challenge without 
being bogged down with lots of economic details. 
The game has a "Save" game option, but it was 
very hard to drop anchor and come back at 
another time. I always wanted to set a course to 
just one more port of call. 


THE AMERICAN RACE TRACK xm 

Another Fine Game by: Louisiana Software Inc. 


Imagine the excitement of owning and operating your own 
thoroughbred racing stable. 

Imagine yourself making these decisions: 

. Classification (claiming price). 

. Various distances (turf or dirt). 

. What style of race? 

. What about an off-track? 

. Change your jockey? 

. MUCH MORE. 



A statistical simulation of horse 
racing with hundreds of thousands 
of realistic variations; 

Where skill should win out. 

Play by yourself, against a friend, 
or against the computer. 

REQUIRED: apple nn so column -prodostm 

SEND $39.95 
Louisiana Software Inc. 

P. O. Box 1528 (313 E. Cornerview) 
Gonzales, Louisiana 70707 
1-504-647-5833 

We accept VISA and MASTERCARD. 



OTHER GAMES BY: LA SOETWAFtE 

LA SOFTWARE'S TRIPLE CROWN IM 
Train your horse to win La. Software's 
TpyPLE CROWN. You choose the road to 
championship. $29.95 

PRO-League TM Football - You are the general 
manager and coach of a pro football team. Plan 
your clubs march to the championship by wise 
trading and good draft choices. Compare your 
teams game results to your game plans. Game 
may be saved to continue with additional game 
years. 2 disks Apple 64K Prodos 80 column 
Price $49.95 

Buy all three games for $99.95 
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The Journal Of 
Computer Game 
Design 

(Continued from page 26) 

the modem approach may yet suggest 
hope for the future of multi-player 
games — even if it is through the back 
door. 

Modem Games 

by Rob Fulop (Author of Rabbit Jack’s 
Casino for Quantumlink) 

A fter some personal notes, Fulop 
defines two different environments 
for modem games. One type is 
the direct connect environment (as in 
Sport of War) and the other is the net- 
work game (as in Rabbit Jack's Casino 
on Quantumlink or Isiands of Kesmai 
on CompuServe). He states a positive 
preference for the latter and that, of 
course, is what he designs for. The most 
interesting part of the article dealt with 
design considerations. "Multi-Player 


modem games probably offer the 
greatest opportunity for innovation. The 
question you must ask yourself is, ‘What 
is a good game that can be played by as 
few as two people, or as many as 
5,000?’" From this point, Fulop notes 
three basic problems with modem game 
design proposals that he has en- 
countered. The first problem is overly 
ambitious designs. TTiis may be avoided 
by limiting the game concept to that 
which can be expressed in one sen- 
tence. Second, support issues are often 
not addressed. Trivia games, for ex- 
ample, might require developing 
hundreds of new questions every week. 
The cost of data creation and main- 
tenance for this project would have 
been prohibitive. Third, there are often 
no realistic budget considerations. 
Modem games take longer to alpha test. 
Most designers fail to take development 
time into consideration. 


by Jeff Johannigman (Associate 
Producer at Electronic Arts) 


I nitially, Johannigman estimates that 
for every copy of a game sold, two to 
ten copies are given away. He goes 
on to suggest that, particularly in the 
MS-DOS world, "... it's impossible to 
create an effective copy-protection 
scheme that works on all clones." He fur- 
ther suggests that disk-based copy 
protection is ultimately undesirable. 
Therefore, he advocates a package- 
based theft protection. The advantages 
to such protection are: 1 ) it allows users 
to back up their disks, especially onto 
hard drives; 2) does not require 
knowledge about DOS arcana to 
develop said protection; and 3) it can be 
a creative extension to the game environ- 
ment. 

The article listed several guidelines for 
package-based STP (software theft 
protection). 

Plan the STP components far enough 
ahead for the publisher to be able to re- 
search, design, manufacture and imple- 
ment them. 

Plan the STP components as an intrin- 
sic part of the game design. 

(Continued on page 51 ) 


An Alternative to 
Copy Protection 



1030? Burbank Bivd Suile '06 
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‘This IS a higNy complex and realistic simulalior). 
It IS nol really agame at all; but it's great fun to play .” 

PC PLUS 

"Space M-4-A+X IS a remaritable and fascinating simulation It should be 
[played^everyone who is even remotely interested in space exploration 
' ““ii^nomic simulations . : improving their management skills." 

“ ““ ’ COMPUTER GAMING WORLD 


Put yourself in command of Space M-rA-fX. the world's 
first commercial Space Station. Your assignment is to 
launch, assemble and operate the Space Station within 
a. limited time schedule and budget. Your resources 
include Space Shuttles. Heavy-Lift Launch Vehicles, 
Space Station modules, flight crews, assembly and 
operating crews, consumables, a project budget and a 
fixed number of days to complete the project. Not an 
arcade game but a real-life simulation of one of Man's 
greatest future challenges! Based on the NASA Space 
Station PrMram. Over 80 realistic color displays and 3-D 
graphics. Three diskettes. Features include a 137-page 
operator's manual, five levels of difficulty, simulation save 
and much more. Joystick or keyboard. Space M*A+X 
combines project management with business strategy in a 
simulation unlike any other. 

THE SIMULATION IS COMPUTER-GENERATED 
THE CHALLENGE IS REAL' 

At your computer software dealer and science museum shop 
Call Toll-Free 800-992-1125. Ext,100 tor direct orders, VISA 
MasterCard or for tunher information. In CA call 8l 6-996-0431. 
$49.95 (E34 95) for copy-protected version S59 95 (E39 95) tor 
copyabie'hard disk version. Available m both 5 25-inch and 
3.5-inch formats. Add S3 (E2) tor shipping and handling CA 
residents add sales tax 1 4-day satistoction or your money 
back" guarantee. Allow three weeks for delivery 
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IBM PS/2 Models 25 and 30 

IBM PC. PC XT, PC AT, PCjr 

192KB RAM IBM PC-DOS 2 10 (or later) 

One double-sided disk drive 

Color graphics adapter M00% iBM-comp.) 

(Double-disk system. RGB monitor, 

joystick an.; printer recommended) 


BFS: 


Eurobt c 0 MiC'o Disc Duplications Ltd 
Unit 3. Old CoaiyardiFarm 
Nonnieach Glos Gl 54 3EP 
England is 0451 -607701 


SPACE 

M-A'-X 

SPACE STATION 
CONSTRUCTION SIMULATOR 


MicroProse Software 
International Leader in 
Simuiation Game Software 

This publisher, famous for its home microcomputer software, is 
expanding its R&D teams. Salaried staff opportunities exist in: 

GAME DESIGN/PROJECT MANAGER: Requires published pa- 
per and/or computer game credits and project management expe- 
rience. Designers also write 20,000+ word game manuals, and so 
must demonstrate appropriate writing skills and credits. Knowledge 
base of common simulation game topics important for database 
work. Must understand capabilities of microcomputers; program- 
ming experience a plus, but not required. 

PROGRAMMING: Must have experience in programming assem- 
bly tor graphics-intensive real-time applications. Must know IBM PC 
family, C-64, Apple lle/c/gs, Macintosh, and/or Amiga. Familiarity 
with multiple machines important, knowledge of C necessary on 
8086 and 68000 machines. Published credits in microcomputer 
game software a real plus. 

Salaries commensurate with experience. Candidates must be able 
to relocate to the wooded hills of northern Maryland. MicroProse Is 
20 minutes north of Baltimore and 60 minutes north of Washington 
D.C. Benefits include medical and dental plans, 401 K option, and 
profit sharing. MicroProse is an equal opportunity employer. 

Send your resume and list of credits to 

Steve Meyer, VP of Product Development 

MicroProse Software 

180 Lakefront Drive 
Hunt Valley, MD 21030 
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There’s a universe waiting 
Inside your mailbox. A Game 
Universe expanding to meet the 
limits of your intellect and 
imagination. 

Play at your own pace 
against opponents from across 
the globe. Enter games with 
hundreds of players or go one- 
on-one. You set the limits, 
because Play-By-Mail (PBM) 
games are firmly rooted in your 
imagination. 

Role play an individual 
character in a fantasy world or 
command a galactic empire. 
Brave the “Fog of War” and the 
uncertainties of command as 
you fight historical battles. 

Play familiar games by mail, 
like Kings & Things*, the 
official licensed PBM version of 
the award-winning board game. 

Explore a galaxy populated 
with powerful aliens In Warp 
Force Empires, the only PBM 
game with its own diplomatic 
language — CorGaSyl. 


Take the helm of a starship 
and duel against wily enemies 
in Fleet Maneuvers, the PBM 
game of tactical starship 
combat. 

Rule a fantasy kingdom in 
Earthwood, a game of strategy 
and conflict between warrior 
and wizards, dragons and 
kings. 

Rove film and literature’s 
most powerful legend in 


Hyborian War, the game of 
battle, magic, and diplomacy in 
the age of Conan the 
Barbarian. 

All these games and more 
are waiting for you. Ask for our 
FREE Newcomer’s Guide to 
Play-By-Mail Games, telling you 
how to find your way in this 
exciting hobby. Let us open the 
portal to adventure. 


Kin^ & Thin^*, modeiated by Andon Gaines, is the licensed veision of Kli^ & lliiiigs*, by West 
End Games, Inc. Kfai^ ft Hiings* is a trademaik of West End Games, Inc. All li^ts reserved. Waip Force 
Empires is moderated by Emprise Games. Fleet Maneuvcra is moderated by Fantastic Emulations. 
Earthwood is moderated by Game ^^tems, Inc. Hyborian War, moderated by Reality Emulations, Inc., 
is under license from Conan Ropeit t es, Inc. Copyri^t 1985 by Conan Roperties, Inc. All ri^ts reserved. 
TYademark erf" Conan Roperties, Inc. 

I 1 

I Advent, Inc. P. O. Box 81674 Lincoln, NE 68501 . 

I □ ^lease rush me the FREE “Newcomer’s Guide to Play-By- | 
I Mail Games.” I 

I NAME I 

I STREET I 


CITy STATE ZIP CODE 
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(Continued from page 49) 


(Examples cited included the item 
cards in Robot Retscals, cross-street 
reference and map in Amnesia, and 
decoder wheel in Captain Goodnight). 
He suggested that the "What is the x-th 
word on the y-th line of page z of your 
manual?" approach adds nothing to the 
fiction of the game or value of the 
product. 

The actual cost of the STP com- 
ponents should be less than 50 cents 
per package. 

STP components should be difficult to 
replicate. 

He notes that text can be sent via bul- 
letin boards, but graphically based STP 
cannot. 

Color coding makes traditional 
photocopying more difficult. 


He notes that decoder wheels must be 
taken apart to be photocopied. 

The interface should be user-friendly, 
but with minimal feedback. 

STP should allow users to play enough 
of the program to be an incentive to buy. 

Make the program’s implementation of 
security checks difficult to crack. 

Process Intensity 

by Chris Crawford 

T his article attempts to define the 
term, "process intensity." Simply 
defined, "Process intensity is the de- 
gree to which a program emphasizes 
processes instead of data." Crawford per- 
ceives that the entertciinment value of a 
program increases with the "crunch per 
bit ratio." He defines this ratio as opera- 
tions per datum. Assuming that an 
operation is any process applied to a 
datum (addition, subtraction, logical 
operation, boolean inclusions or ex- 
clusions), so the more extensive the 
computations applied to a datum the 
higher the crunch per bit ratio. Crawford 


suggests that satisfaction comes from 
entering a small amount of data and trig- 
gering extensive responses. As an ex- 
ample, he cites a flight simulator. In 
flight simulators, very little data is 
entered, but many calculations result. 

Crawford notes the failure of those u- 
biquitous "checkbook balancing 
programs." He suggests that they were 
not used extensively because they did 
not do enough (low crunch per bit — one 
operation per datum) with each datum. 
Crawford posits that any program with a 
low cpb will fail. 

If so, why are there more data-intensive 
than process-intensive programs? Craw- 
ford suggests that many programmers 
substitute tables of data for algorithms 
in order to speed up processing. Fur- 
ther, he notes that data storage capacity 
has increased faster than processing 
capacity. Third, he lectures that the 
most powerful resistance to process in- 
tensity is mental laziness. Process inten- 
sity requires all those hours of working 
with equations. Since the work is in- 
direct, one is not quite certain how it will 
look. Data intensity is, according to 
Crawford, the path of least resistance. 
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630 W. WMowSttMt 
Lonf Bmeh. CmUtomia 90006 

In Cal. 1-800-445-7381 Outside Cal. 1-800-223-9833 

We have all the ^ames that you want from aJl the great 
companies - Avalon Hill, Electronic Arts, Bpyx, 
Microprose, Muse, Omnitrend, Sim. Canada, Sir Tech, 
Strategic Simulations Inc. (SSI), Strategic Studies Group 
(SSG), plus many more. If we don't have it - we will get 
it for you. 


lljGARDE 

Carnet of Ditiiiioion 


EPVX 


We have been serving gamers since 1974 - we are one of 
the nation’s top full-line distributors of games, 
miniatures, and software. We have fast, reliable mail- 
order service for all of your gaming needs. 


inicpocoiTiputGr somei' 


Whether you shop by mail or come and visit our store, 
we can serve you best. 

UterocowipMlfs Swpportsd 

<x 



IBK PC.PC|r. 
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XL and 

ram xEMriM 

Send $2.00 ea. for our (1) software, (2) games, or (3) 
miniatures catalog(s) or all three for $6.00. Dealer 
inquiries welcome. 


HUNTING FOR HINTS? 

Quest for 
Clues offers 
maps & coded 
solutions to 50 
of the hardest 
adventures 
& fantasy role- 
1 playing games 
from 1986-87! 
Plus a FREE 
three-issue 
subscription to 
QuestBustersT the 
Adventurers’ Journal! 

Send $23.95 and $3 shipping ($6 Canada, APO; $12 
overseas) to QuestBusters, POB 525, SEPA, 19399. 

OR CALL TOLL-FREE 

1 - 800 - 942-8477 

Ext. 59 

Credit cards not billed until order is shipped. 
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TAKING A PEEK 

(Continued from page 6) 


Logical Design Works 

780 Montague Expressway Suite 

403 

San Jose, CA 95131 

CLUB BACKGAMMON: Here is 
the gambling strategy game where 
you do not have to trust the com- 
puter with your dice rolls. The game 
comes equipped with a pair of dice 
and players can enter the results of 
their dice rolls as one option in this 
sophisticated simulation of the 
popular boardgame. Apple, C-64, 

IBM, Atari ST, Amiga, and Apple IIGS 
($29.95, $34.95, and $39.95). Circle 
Reader Service Card #8. 

Mindscape, Inc. 

3444 Dundee Road 
Northbrook, IL 60062 

BLOCKBUSTER: At first glance, 
this game looks like a simple clone 
of Arkanoids, but the game has 
more creative potential than that. 

The game allows for 48 user- 
definable screens and provides a 
Screen Designer (construction kit) 
with the product. Play is essentially 
the same as Arkanoids, but the 
game itself seems more flexible. 
Amiga, C-64, IBM ($29.95, $39.95). 
Circle Reader Service Card #9. 

Polarware, Inc. 

1055 Paramount Parkway Suite A 
Batavia, IL 60510 

DINOSAURS ARE FOREVER: 

The latest release in the "Electric 
Crayon" series of computerized color- 
ing books features 26 different 
dinosaurs and the capacity to create 
calendars, posters, and banners 
based on their efforts. Apple (with 
128K) and IBM ($29.95). Circle 
Reader Service Card #10. 

subLogic 

713 Edgebrook Drive 
Champaign, IL 61820 

STEALTH MISSION: Whether the 
player flies the F-19 Stealth fighter, X- 
29 with its forward-swept wings, or 
the current F-14 Tomcat preferred by 


the Navy, this simulation offers the 
graphic excellence and technological 
realism one has come to expect from 
subLogic. The simulation offers a 
variety of missions, the features 
players are familiar with from Flight 
Simulator II and Jet, and the ability 
to use all of the subLogic Scenery 
Disks. C-64 ($39.95). Circle Reader 
Service Card #11. 


Strategic Simulations, Inc. 

1 046 N. Rengstoiff Avenue 
Mountain View, CA 94043 

QUESTRON II: Since the player 
begins the game with the aptly 
named Evil Book of Magic in his 
possession, one would be right to ex- 
pect that it cannot simply be 
destroyed. Hence, the player’s 
character must travel back in time 
and destroy the book by making cer- 
tain that it is never created. The plot 
may sound complex, but the use of 
auto-mapping makes play simpler 
than the original game. C-64 
($39.95). Circle Reader Service Card 
# 12 . 


STAR COMMAND: From the 
designer of the Phantasie trilogy 
comes a sophisticated science Fiction 
role playing game. Combat occurs 
on both the man-to-man (or is it 
humanoid-to-humanoid?) and ship- 
to-ship level and involves both 
planetary exploration and exploration 
of other structures (space stations, 
buildings, etc.). IBM ($49.95). Circle 
Reader Service Card #13. 



Star Command 


Scorpion’s 

Bite 

(Continued from page 7) 

most exciting fight of the game turns 
out to be a one-sided trouncing. 

What all this means is that the typical 
CRPG features too much combat. The 
essential purpose of fighting is to bring 
the characters up to a level where they 
will be able to take on the major adver- 
sary. Once that level has been reached, 
further encounters become super- 
fluous, and make the party too strong. 

Combat, therefore, needs to be more 
graduated and infrequent as the charac- 
ters become more powerful. It is not 
necessary to actually restrict the level 
that characters can attain, but once 
they have reached the point where they 
are able to successfully fight Bubu, en- 
counters with random monsters should 
become much more rare. 

Game designers really need to sit 
down and reassess the role and nature 
of combat in their games. More 
thought should be given to what fight- 
ing actually accomplishes, both for the 
characters and the game e& a whole. 
The "every combat a life-or-death strug- 
gle" for new parties should be 
eliminated; beginners need to face 
more recisonable opponents. 

Consideration should also be given to 
keeping all party members on a par. 

Too often, only the spell-casters are ef- 
fective by the later stages of the game 
with the fighters unable to do much of 
anything. 

This, in turn, means a re-evaluation of 
the monsters, both by type and num- 
ber, that appear in the CRPG. Instead 
of just adding all sorts of "neato new 
creatures", designers should put them 
carefully into the game, with some 
thought as to their true function. 

It is time that authors realize "less is 
more"; it is not necessary that a CRPG 
be stuffed with endless varieties of end- 
less monsters for the game to be enjoy- 
able. With more attention given to plot 
and ingenuity, and less to generating in- 
cessant combat, piaying a CRPG would 
become a more satisfying experience. 

Copyright 1988 by Scorpia, all rights 
reserved. 
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PANZER 

STRIKE! 


ing new scenarios quickly and easily. You can use 
an old map or build a new one. PS will generate a 
map with the amount of forest, swamp and rough 
you tell it to use. If you want to add a town, you 
don't need to do it square by square. Just hit a key 
and a random assortment of wood and stone struc- 
tures appears near the cursor. 

Got your map? Now choose the time {jeriod and 
which side you want to play. You can pick your for- 
ces or let PS do it bcised on a broad hint about 
what size it should be and a preference for airmor 
or infantry. If you're playing against the computer, 
the size of the enemy forces will be proportional to 
what you've selected — lairger than yours if you're 
on the defensive, smaller than yours if you're on 
the attack. You can place each unit individually on 
the map or choose auto-deployment and let the 
computer do it. 

The result of all this automation is that you can 
boot the game, choose the type of game you want 
(say a medium-sized panzer force attacking in 
France in 1 940 in lightly-forested terrain) and be 
playing an original, reasonably balanced scenario 
in two minutes! The computer will play either side, 
neither, or both. 

The best of all is the Campaign Game. You can 
select a small force and command it through many 
scenarios. When you win, the morale and skill 
levels of your force are increased. Losses can be 
replaced between sceneirios and you can upgrade 
your units with better weapons as they become 
available (although this also lowers their skill rating 
one level). You can also choose to switch fronts so 
it is possible to fight in Poland in '39, France in 
'40, Libya in '41 , Russia in '42 and so on. At the 
start of each scenario you get a summary of your 
assignment: mission, date, location, visibility. You 
then get to select extra support forces suitable for 
that time and place. These units are "on loan" to 
you and while their loss still counts in the current 
scenario, they are somewhat more expendable 
than your p>ermanent cadre. 

While Campaigns are the pinnacle for the 
devoted PS player, you should plan to play quite a 
bit before you are successful in them. The low 
morale caused by early losses leads to further los- 
ses in a vicious circle that is hard to break. The 
size of the enemy force is roughly proportional to 
yours but sometimes you can be outclassed. 

When this happens, the mission becomes simple 
survival and you will be elated to come away with a 
draw and avoid loss of morale. These "victories" 
can be the sweetest of all! 

Fire! 

In spite of all of this praise, PS is not a perfect 
game. Perhaps there will be a sequel that gives us 


American forces and weapons so we can do Kas- 
serine Pass or Bastogne scenarios. If there will be 
a sequel, there are a few problems I'd like to see 
fixed. 


When you're building your own scenario and it's 
time to place your forces on the map, there is no 
way to check lines of sight between squares that 
ciren't on the screen at the same time. In the Or- 
ders Phase, everything works as it should. You can 
select a unit, scroll to the other end of the map, 
and use the Vieu) command to 
highlight all of the squares that 
the unit can see. In Deploy- 
ment, even with a unit 
selected. View shows the view 
from the cursor's position, not 
the unit's position. When the 
screen is never more than 40 
wide and an 88 has a range of 
80, how cim I going to tell what 
it can see? 






There is no chart to explain 
what the different terrain sym- 
bols mean. A few are instantly 
recognizable — forests and 
roads for example. Others, like hills and buildings, 
you must figure out by observing how they block 
lines of sight. Learning the difference between 
rough and depression or between swamp and field 
will take even longer. The only way to learn what 
they look like is to go to the scenario builder, 
choose to create a new map, and create a square 
of each terrain to see what it looks like. You have 
to do it once for Europie and again for Africa. A 
chart would be easier. I don't expect it to be in the 
manual because it will vary for different types of 
computers but a reference card makes sense. It 
would also be neat if there was a way edit terrain 
so that new types could be created, say a denser 
forest? 
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There is no way to scroll the map manually 
during Combat Phase. It scrolls automatically to 
show any unit being fired at, but there are times 
when you want to watch the progress of a certain 
unit that's not being shot at. It would be nice to do 
this without going back to an Orders Phase con- 
stantly. Perhaps if we could scroll the map during 
pauses? 

A final warning about SSI's DOS (used on most 
of their Apple games), always use the "Catalog" 
command to make sure there is room on a disk 
before you save anything. If there isn't enough 
space, the system will hang. There is no warning 
and no way to recover from this. This is especially 
important if you've just spent an hour creating a 
particularly complex scenario and you don't want 
to lose it! 


It’s A Hit! 

While you can always think of more things to 
add, there is an enormous variety in Panzer Strike. 
The ease of generating new scenarios and the 
ability to string them together in a Campaign 
game make this my favorite tacticai WWII game on 
a computer. 
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UltiiDair 


the previous game: Gltima IV demonstrated the 
need for virtue and goodness; Gltima V shows 
what happjens when that goodness is taken too far 
and becomes oppressive evil. 


(Continued from page 15) 

Hail, Britannia! 

Overall, in spite of the flaws in the documenta- 
tion, and some weak points in the combat and 
design, Gltima V is a game that has been well 
worth the wait. Aside from the greatly-enhanced 
graphics, the storyline is a logical continuation of 


Bottom line: Not to be missed! 

Copyright 1 988 by Scorpia, all rights reserved. 



"C/[£ima"£e Gamesmanship 


Warning! Hints on playing 
Gltima V follow. Read at 
your own risk. 

E xperience wUl be difficult to come 
by; far fewer monsters roam the 
outdoors now. Thus you should 
start going into the dungeons fairly 
early in the game, where creatures are 
more plentiful. Make sure, however, 
that at least several members in the 
party have distance weapons such as 
bows and crossbows before venturing 
down too deep. Be especially careful of 
bats; they come in large flocks and can 
do a surprising amount of damage, 
even to those in plate mail. The best 
way to handle them is to use a Con- 
fusion spell, and let them kill each 
other. 


Don’t trust everyone you meet; some 
people in Britannia may not have your 
best interests at heart. The less 
trustworthy wll usually reveal themsel- 
ves in conversation, so pay attention to 
what everyone tells you. Your old com- 
rades from Gltima IV are reliable; others 
may or may not be. 


Money will be something of a 
problem at the very start; you get 
some, but not very much. One way to 
build up cash is to sell surplus 
weapons and armor. Any armorer will 
buy your used equipment, whether he 
sells those items or not. Always have 
the most intelligent person in the party 
buy or seD goods; the prices will be bet- 
ter. 


When new people join the party, 
check them out to see what they come 
with; you might have better weapons 
or armor to give them, and you can 
then sell their old stuff. Gold will be- 
come less of a problem as you start 
making your way through the dun- 
geons; you can pick up an astonishing 
amount of things to sell very quickly. 

The most impxartant first level spells 
are An Nox (cure poison) and M^. 
Keep a good nurriber of these spells 
on hand, it is cheaper in points to cure 
poison or heal damage done by open- 
ing chests than to use the second-level 
spell that opens chests safely. Also 
keep a lot of An Xen Corp (repel un- 
dead) ready. Those undead that are 
not repelled become much easier to 
kill (especially handy against skeletons). 
The Grav Por (magic missile) spell isn’t 
really worth much; it does little damage 
and requires the expensive black pearl 
as one of the reagents. 

Wait until you can afford a ship 
before visiting the shrines (it will be 
necessary to visit all eight of them). 
They will send you to the Codex, and 
you can’t get there without a vessel to 
aoss the ocean. 

When you take a moongate to a 
place that is near the shore (such as 
Jhelom or Magincia or Skara Brae), 
camp out immediately and wait for 
daylight when you cam enter the town 
or village. If you just stand around wait- 
ing, you will begin to attract any num- 
ber of sea monsters to the vicinity. At 
night, when waiting for the right moon- 
phase, camp an hour at a time to keep 
yourself safe from attack by sea crea- 
tures. 


If you enter a town, and find yourself 
surrounded by an air of hatred, false- 
hood, or cowardice, get out immediate- 
ly! A Shadowlord is lurking somewhere 
in there, and you don’t want to meet it. 
They are especially nasty opponents 
and cannot be killed by ordinary 
means. Even if you manage to sneak 
into town and avoid it, the 
townspeople will not treat you too well 
while the Shadowlord is around. 

Finally, if you are worried about your 
horse while sleeping in town overnight 
(and you’re feeling kinky), take it to 
bed with you. Just ride straight up to 
the bed on the pillow side (actually, if 
you hitch your horse to a post before 
retiring, it will still be there in the morn- 
ing, but I mention this in case you’d 
like a completely unique experience . . 

. grin!). 
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READER INPUT 
DEVICE #47 


On this page, a number of games and articles are listed 
for evaluation and some general interest questions are 
asked, as well. For each game which you have played or 
article you have read, place a 1 (terrible) through 9 (out- 
standing) next to the appropriate number. 

Games 

1. Empire (Interstel) 

2. Gettysburg (SSI) 

3. Strike Fleet (EA) 

4. Earl Weaver Baseball (EA) 

5. Russia (SSG) 

6. Crusade in Europe (Microprose) 

7. Battle of Antietam (SSI) 

8. Europe Ablaze (SSG) 

9. Reach for the Stars (SSG) 

10. Battlefront (SSG) 

11. Starflight (EA) 

12. Stealth Fighter (Microprose) 

13. Gunship (Microprose) 

14. Pirates (Microprose) 

15. Might and Magic (New World) 

16. Bard's Tale II (EA) 

17. Faery Tale Adventure (Microiliusions) 

1 8. Archon I (EA) 

19. Knight of Diamonds (Sir-Tech) 

20. Choplifter (Broderbund) 

21. Falcon (Spectrum Holobyte) 

22. Winter Games (Epyx) 

23. Moeblus (Origin) 

24. Rogue (Epyx) 

25. Trinity (Infocom) 

26. Chuck Yeager’s AFT (EA) 

27. 2400 A.D. (Origin) 

28. Bard’s Tale III (EA) 

29. Wasteland (EA) 

30. Rampage (Activision) 

31. Panzer Strike (SSI) 

32. Ace of Aces (Accolade) 

33. Hunt for Red October (Datasoft) 

34. Decisive Battles ACW (SSG) 

35. Sherlock (Infocom) 

36. Dungeon Master (FTL) 

37. Deathlord (EA) 

38. Questron II (SSI) 

39. Echelon (Access) 

40. Universal Military Simulator (Rainbird) 

Articles 

41. Inside the Industry 

42. Rumor Bag 

43. Scorpion's Mail 

44. Echelon Review 

45. Panzer Strike Review 

46. Maniac Mansion Review 

47. Puzzling Encounters 

48. Future of CRPGs 

49. Wasteland Review 

50. Ultima V Review 

51. Trust & Betrayal Review 

52. The Train Review 

Questions 

53. Does your family own at least one VCR? 

54. What would be your average number of tape rentals 
per month? 

a) one or less; b) two to three; c) four to six; or d) seven 
or more. 
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The CGW Hall Of Fame 


Action/Adventure 

Ultima IV 7.80 
Wizardry 7.69 
Ultima III 7.55 
Bard's Tale 7.49 

Strategy 

Kampfgruppe 7.66 
M.U.L.E. 7.44 
Mech Brigade 7.28 
Chessmaster 2000 7.25 
War in Russia 7.20 






The Computer Gaming World Hall of 
Fame honors those games that over the 
course of time have proven themselves 
to be top rated games by the readers of 
CGW. Members of the CGW Hall of 
Fame are chosen by the staff of CGW. 
Once inducted into the Hall, the game 
will be retired from the current Game 
Ratings List. As a consumer you can be 
assured that any game in the CGW 
Hall of Fame is an all-time favorite. 
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tively. "Might and Magic" and "Bard's Taie ii" continue to 
garner impressive loyaity from our readers. 

Science fiction titles rest atop the ratings list on both sides. On the Strategy side, the veteran armies of "Gettysburg" must 

"Starflight" continues to accelerate the warp drive on the Ac- now get ready to withstand naval bombardment from a 

tiorVAdventure side and "Empire" continues its imperialistic modern "Strike Fleet." Meanwhile, Abner Doubleday himself 

dominance on the Strategy side. In the ActiorVAdventure would be proud of "Earl Weaver Baseball" and its fourth place 

category. Microprose has deployed "Stealth Fighter" and "Gun- position. Also on the strategy side, SSG seems determined to 
ship" to provide air superiority for their "Pirates" title as the demonstrate the staying power of its titles by placing three 

products line up in second, third, and fourth positions respec- products in the top 1 0. 



Strategy Top 50 

Adventure/Action Top 50 

Name 

Mfg Machine Tms Avg Rating Name 

Rtd Rsp 

Mfg Machine Tms Avg Rating 

Rtd Rsp 


Empire 

Inlstel 

ST,1 

3 

32 

7.79 

Starflight 

EA 

1 

11 

42 

7.62 

Gettysburg 

SSI 

Many 

11 

50 

7.66 

Stealth Fighter 

MicPr 

C 

3 

20 

7.60 

Strike Fleet 

EA 

1 

26 

7.50 


Gunship 

MicPr 

C, 1 

9 

50 

7.57 

Earl Weaver Bsball 

EA 

Am,l 

4 

39 

7.48 

Pirates 

MicPr 

C,Ap 

5 

37 

7.57 

Russia 

SSG 

Ap,C 

7 

31 

7.16 

Might and Magic 

NewWrd 

Ap,C,l 

9 

45 

7.55 

Crusade in Europe 

MicPr 

Many 

6 

68 

7.14 

Bard's Tale II 

EA 

Ap,C 

9 

52 

7.23 

Battle of Antietam 

SSI 

Many 

10 

43 

7.13 

Faery Tale Adventure Micrill 

Many 

1 

43 

7.21 

Europe Ablaze 

SSG 

C,Ap 

7 

34 

7.12 

Archon 1 

EA 

Many 

10 

98 

7.14 

Reach for Stars 

SSG 

C,Ap 

4 

50 

7.12 

Knight of Diamonds 

SirTc 

Ap,l 

12 

54 

7.14 

Battlefront 

SSG 

Ap,C 

6 

34 

7.11 

Choplifter 

Brdrbnd 

Ap,C 

4 

79 

7.13 

Breach 

Omtrnd 

Am,ST,I 

3 

40 

7.11 

One on One 

EA 

Many 

7 

74 

7.13 

Carriers at War 

SSG 

C,Ap 

5 

75 

7.11 

Phantasie 

SSI 

Many 

10 

68 

7.13 

Ancient Art of War 

Brodr 

l,M 

8 

34 

7.10 

Legacy of Uygamyn 

SirTc 

Ap,l 

8 

55 

7.12 

Computer Baseball 

SSI 

All 

6 

36 

7.10 

Return of Werdna 

SirTc 

Ap 

3 

20 

7.12 

Rebel Charge 

SSI 

Many 

5 

27 

7.10 

Elite 

Fireb 

C,Ap,l 

5 

45 

7.10 

Micro Lg Baseball 

MicLg 

All 

3 

34 

7.09 

Spellbreaker 

Infcm 

Many 

5 

24 

7.09 

Seven Cities Gold 

EA 

Many 

9 

118 

7.08 

Zork Series 

Infcm 

Many 

7 

122 

7.09 

Star Fleet 1 

Intstel 

Many 

5 

38 

7.08 

Pinball Const. Set 

EA 

Many 

4 

47 

7.08 

Balance of Power 

Mndscp 

M,l 

4 

28 

7.07 

Airborne Ranger 

MicPr 

C 

3 

28 

7.07 

Colonial Conquest 

SSI 

C,At 

3 

60 

7.07 

Legacy Ancients 

EA 

Ap,C 

3 

47 

7.07 

Decision in Desert 

MicPr 

Many 

9 

36 

7.06 

Lode Runner 

EA 

Many 

6 

60 

7.07 

Oper Mkt Garden 

SSI 

Many 

4 

58 

7.06 

Phantasie II 

SSI 

Many 

6 

36 

7.07 

Silent Service 

MicPr 

Many 

6 

108 

7.06 

Questran 

SSI 

C,Ap,At 

6 

90 

7.07 

Gnder Fire 

AH 

Ap 

6 

23 

7.06 

Sorcerer 

Infcm 

Many 

5 

58 

7.07 

NFL Challenge 

XOR 

l,M 

5 

20 

7.05 

Wizard's Crown 

SSI 

Many 

11 

58 

7.06 

3-in-l Football 

Hafner 

Many 

2 

20 

7.05 

World Class Ldr Bd 

Access 

C 

3 

23 

7.04 

Carrier Force 

SSI 

C,Ap,At 

5 

108 

7.04 

Enchanter 

Infcm 

Many 

4 

45 

7.02 

Flight Sim II 

SubLg 

Many 

6 

84 

7.03 

Eternal Dagger 

SSI 

Ap,At,C 

3 

28 

7.00 

Halte Montezuma 

SSG 

C,Ap 

3 

27 

7.02 

Ultima 11 

Orign 

Ap 

8 

61 

7.00 

Anc Art War Sea 

Brdrbd 

1 

3 

26 

7.01 

Leather Goddesses 

Inf 

Many 

2 

31 

6.98 

War in So. Pac. 

SSI 

Ap,C 

4 

23 

7.01 

Winter Games 

Epyx 

Many 

1 

37 

6.97 

Battlegroup 

SSI 

C,Ap 

4 

35 

6.95 

Ultima 1 

Orign 

Ap,C 

2 

48 

6.96 

Defender Crown 

MstDsg 

Many 

8 

51 

6.95 

Auto Duel 

Orign 

Many 

2 

65 

6.95 

Lords of Conquest 

EA 

tAany 

3 

42 

6.93 

Moebius 

Orign 

Many 

1 

21 

6.95 

Field of Fire 

SSI 

Ap,C,At 

5 

67 

6.92 

Deadline 

Infcm 

Ap,At,l 

3 

44 

6.94 

G.S.A.A.F. 

SSI 

C,Ap,At 

2 

26 

6.92 

Rogue 

Epyx 

Many 

1 

26 

6.92 

Ace of Aces 

Accld 

Many 

1 

28 

6.86 

King's Quest II 

Sierra 

Ap,ST,l 

3 

20 

6.88 

Roadwar 2000 

SSI 

Many 

3 

34 

6.80 

Hitchhiker's Guide 

Infcm 

Many 

4 

108 

6.86 

Computer Ambush 

SSI 

Many 

6 

49 

6.78 

Planetfall 

Infcm 

Many 

3 

51 

6.86 

Gato 

SpHb 

Many 

3 

79 

6.77 

Trinity 

Infcm 

Many 

1 

22 

6.82 

Gulf Strike 

AH 

Many 

4 

33 

6.75 

Beyond Zork 

Infcm 

Many 

2 

30 

6.80 

No. Atlantic '86 

SSI 

Ap,M 

2 

72 

6.65 

Summer Games 

Epyx 

Many 

2 

35 

6.79 

Conflict in Viet 

SSI 

Many 

5 

21 

6.63 

Wishbringer 

Infcm 

Many 

3 

36 

6.79 

Battlecruiser 

SSI 

Ap,At,C 

3 

29 

6.61 

Racing Dest Set 

EA 

C,At 

3 

49 

6.78 

Knights of Desert 

SSI 

Many 

5 

63 

6.61 

Chuck Yeager’s AFT 

EA 

Ap,C,l 

1 

34 

6.76 

Chickamauga 

GDW 

At,C 

2 

26 

6.60 

Phantasie III 

SSI 

Many 

2 

26 

6.76 

Warship 

SSI 

Ap,At,C 

4 

44 

6.57 

Hardball 

Accld 

Many 

8 

43 

6.73 

Fifth Eskadra 

SimCan 

Ap,C,ST 

2 

20 

6.53 

Marble Madness 

EA 

Many 

2 

20 

6.71 

Shiloh 

SSI 

Many 

2 

27 

6.52 

Adventure Con. Set 

EA 

Many 

3 

57 

6.72 

Blue Powder, Grey 

Garde 

C,Ap 

2 

20 

6.50 

Archon 11 

EA 

C,Ap,At 

4 

76 

6.64 


Game Ratings 
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N tl7G Days Of LecjeNlDS, tf7eRe was a youNcj PalabiN NaMGD 


BnaNDON. BnaNOON liab Meant) tl7at tlje Kinq of a Fan KinqOom was 


BestowiNcj KNiQf7tl700t) upon tpose Souls wpo Pnovel) tpeMselves 


WontiTy Of tpG "CitlG. Resolute upon tpe Qoal of KNiqptpooP, BnaNbON 
qatpeneP a FiNe BaNP of NIng to accoMpaNy piM. He took Mages, witp tpein 


AncaNG Magics aNP StnaNge PotioNS 


He calleP upon 


SWOnbSMGN 


witp tpein Spanp BlaPes. Witp piM caMG RaNgens aNP 


GVGN a xrpiGf wpo paP RefonMGP His Ways. "Cpein jounNey took tpGM acnoss 


FiencG Desents aNP Swift Rivens, 


(tpRougp SteaMy juNgles aNP iNto 


CavenNS 


tpat DgscgnPgP to tpG Veny Meant of tpe Eantp. On tpein 


LoNg aNP Penilous JounNey, tpey Dip Battle Nasty XTnolls 


wpo cannieP 


Qneat Axes. UNPeaP ZoMPies 


PlaguGP tpGM aNP 


DnagoNS 


BunNGP Epein HiPes. Soncenens 


ExcpaNgeP Onbs 


Of Fine witp tpein Wise Mage aNP Cast MiNP StuNS on tpe UNwany. 



PO. BOX 733 - WEST SIMSBURY 


06092 


All Of tt)is IjappeNel) witp Finc ANiMatioN bnP tpe Battles Dip RiNQ witp 'CpnilliNQ DiqitizcD 
SounP (exclubiNQ IBM vensioN). Zfjey fouNb tpat tpe Pnognaivi IncIuPcs tleN CpallCNQiNQ 
Quests, gpey also biscoveneb tpat aN abbitioNal Quest Disk witp 1 6 Quests is Available. 
Aften a XliMe, wpeN tpey wispeb to CpaNqe t:peiR Fate, tpene was a Quest Builben PnoQRaivi 
wpicp alloweb tpeM to Mobify ExistiNQ Quests aNb Cneate New ONes to Please tpein FnieNbs 
aNb CoNfouNb tpein ENeMies. EveN ValiaNt Wannions fnoM tpe Fan Futune wene Not fongot- 
teN, fon tpey coulb iMpont Bneaep Sguab Leabens as PaiabiNS. 

OiviNitneNb’s PaiabiN is available fon tpe AMiga aNb tpe Atani sr. VensioNS fon tpe IBM 
PC aNb MaciNtosp ane comInq soon. Fon tpose wpo wisp to Onben Dinectly (Visa/MC/COD) 
ppONe (203) 658-6917. Fon Mail onbens seNb Cpeck, MoNey Onben, golb Pieces, on Cnebit 
Canb iNfonMatioN to OMNitneNb Softwane, Inc., PO Box 733, West SiMSbuny, CC 06092. 
PaiabiN is $ 39 - 95 . tpe Quest bisk is $24.95. Please abb $3.00 fon Postage aNb HaNbliNg. ' 1 








Vl^nt to be a 



Every last member of the resistance has either 
been captured or is closely monitored by the robot 
patrol. As a new inhabitant of XK-120, you have 
no police record. You have a chance to locate 
the central control console and deacti- 
vate the robot control system. Not 
a good chance, but a chance. 

This science fiction 
role-playing game was 
created by Chuck Bueche, 
the author of AUTODUEL®. 

The fast paced action all 
takes place in an enclosed 
high-tech city of many levels. 

As you hurry along extensive air- 
jet subways and slidewalks, you’ll 
need to solve complex mazes and 
other intriguing puzzles. The chal- 
lenges are non-stop and full of 
surprises. 

On your mission, you’ll face some 16 
types of animated robots. Battle them with 
weapons like phasers, blasters and time bombs. 


Confuse them by creating a duplicate image of 
yourself with the unique holoprojector. Or re- 
program them to work for you by mastering 
the ingenious Directive Override option. 


Realistic action allows you to 
move or climb over objects. 


In 2400 A.D. you step far into the 
future. But beware. Each step you take 
could be your last. 


Available on Apple™. 



^^OR/G/A// 

///J///sysr£r7s / 

136 Harvey Road, Building “B”, Londonderry, NH 03053 

(603) 644-3360 


Apple" is a trademark of Apple Computer. Inc. 
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